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WATCH OUT! They only look happy! 


(And maybe a few of 


your friends, too!) 


Here’s your chance to wipe the smiles off those 
annoying happy faces once and for all! In 
FaceBall 2000, “Have a Nice Day” takes on a 
whole new meaning — in first-person perspec- 
tive, with 3D graphics and 360° maneuvering! 


And we mean into! 
FaceBall 2000 is a new 
virtual reality game. 

You don’t just see your 
character, you ave your 
character. Feel like you’re actually inside your 
Game Boy as you move through CyberScape’s more 
than 70 treacherous mazes — or the Arena, in fast- 
paced rounds of high-tech combat. 


Sure. You can take on the Smiloids alone. 
But with your Game Link™ cable or Four 
Player Adapter, those faces can belong to 
your friends! Play one-on-one, two 
against two, or free-for-all! 


More than four 
times the fun with 
the Four Player 
Adapter! 


Don’t miss your chance to get up to $5 back with our multiplayer rebate! You'll find 

all the info inside your FaceBall 2000 package when you open it up for the game of your 
lite! But hurry. Some of your friends might be buying FaceBall 2000 right now. If they 
get in too much practice without you, the smile that gets wiped might be your own! 
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gUPER COMPUTER To You carry a lever-action Winchester 
CHINES GH TIME, ae It’s invincible. You have on-screen target ie 
a “oF THE search displays. It’s made of liquid metal. tenia 
You have 10 barrels of high-explosives seteonee 
yuwanmy SHS “Itt is the ultimate weapon of destruction! 


FIGHT IN THE FUTURE...SAVE THE PAST ON GAME BOY’: 
First battle titanium hyperalloy T-800's as the John Connor: 
of 2029. Then, enter SKYNET, capture al 
your own I-800, and become 
| the Harley riding, grenade firing, 
The battle for terminator of today! 


tomorrow begins 
today...with you! 


Red line nace John 
Connor to safety! 


Lend a hand to the 
Resistance—destroy 
the terminator 
endoskeleton. 
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What a difference six months makes! When our fourth 
Encyclopedia hit the newsstands, the Super NES had just 
been released and rumors were flying. Was it too expen- 
sive? Was it as good as the Sega Genesis? Would loyal 8- 
bit Nintendo players buy a new system? Well, the verdict 
is in, and as this Encyclopedia goes to press, the Super 
NES is a super-hit! With games like Super Mario World, 
Super Ghouls ‘n Ghosts, Castlevania lV, and Super Tennis, how 
could it fail? 

There’s plenty of Super NES in this Encyclopedia, 
including a three-part look at Super Mario World. Where 
else can you read about Ultraman, Populous, F inal Fantasy 
Il, and Actraiser all in one issue? We show you all the 
bosses, all the weapons, and all the strategy you need to 
conquer these great games. 

This Encyclopedia has more Game Boy coverage than 
ever before, too. From Battletoads to The Simpsons and from 
Bill & Ted to Roger Rabbit, youcan count on us to bring you 
the best tips and secrets. 

We've also got something extra special for NES fans. 
In addition to strategy features on The Rocketeer, Star Wars, 
Ninja Gaiden III, and Battletoads, we’ ve also included never 
before published information on Teenage Mutant Ninja 
Turtles III. It’s all-new and jam-packed with hints. So kick 
back and enjoy. 


Leslie Mizell 
Associate Editor 
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t seems li 
that a gree 
tant amp 
popped up ¢ : 
sion, and videogame screens. 
But those were half-shell heroes. 
There’s a new breed of amphibian 
fighting the dark forces of evil these 
days — the Battletoads. 

Here’s the deal ... Zitz, Rash, 
and Pimple are partying ona deep- 
space leisure station when they’re 
sidetracked by a Thalian Thorax 
Dancer, who turns out to be the 
evil Dark Queen in disguise. 
Caught unaware, the ‘Toads are 
overpowered, and Rash and 
Pimple are taken prisoner. When 
the captives are spirited away to 
the planet Armagedda, Zitz and 
Professor T. Bird are hot on their 
trail. 


Battletoads game. . 
fessor drops him of 
gedda, it’s youand Zitzaga 


mutant hordes of the Dark Queen. — 


The battle won’t be easy. There 
are eight levels of eerie mountains, 
dark chasms, and spooky swamps 
between you and your pals, and 
nasty mutants block your path at 
every turn. Psyko-Pigs, Bat-Rats, 
Banshee Blades, and Droidvaders 
keep you on your toes as you 
sidestep their traps. But you can 
blast these enemies out of the pic- 
ture with an arsenal packed with 
punches, slams, and kicks and 
punctuated with hardware that 
moves — a Jet Ski, Jet Pack, and 
Turbo Wings. 


Released 
on the heels of the 
NES Battletoads, this 
arcade-action game looks 
like a hit. While the action and 
animation are on a par with the 
NES release, The Game Boy ver- 
sion takes less time to finish. Be- 
ginners may find the game chal- 
lenging, but on the whole, the 
Game Boy Battletoads is much 
easier to play than the NES ver- 
sion. So party on, dudes. 
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ANTASTIC. 
Bt TLEBRAT ! 


Age: ? 

Height: 6’8" 

Weight: 303 lbs. 

Hair: None 

Eyes: Amphibian 
Outstanding features: green, 
warty skin; wears a wrist-com- 
puter, utility belt, gloves, and 
studded kneepads. 


Profile: The brainiest 
Battletoad began life as 
Morgan Ziegler, a 20- 
year-old game tester 
for the multi-na- 


tional Psicone Corporation. 
Due toa virus inthe prototype 
“mind game” Battletoads he 
was testing, he was trans- 
formed into a 3-D computer 
graphic. He’sanaturalleader, 
but Zitz sometimes relies a 
little too much on brainpower 
and not enough on spontane- 
ous physi- 

cal ac- 

tion. 


Princess 
Angelica 


Age: 18 
Height: 5’6" 
Weight: 105 Ibs. 
Hair: Blonde 
Eyes: Cornflower Blue 
Outstanding feature: Radiantly 
beautiful 

Profile: Princess Angelica is a 
Starchild of the Blood, a title 
inherited by those born with 
magical powers. Out- 
wardly, she is as beauti- 
ful and fragile as a bud- 
iE 2 ding flower. But ap- 
aaa J pearances can be de- 
ceiving. Beneath her 
seemingly perfect 
surface there lurks a 
darkness waiting to 

be unleashed. 
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Once inside the Wurm, you must outthink and outlast the Brain to 
advance. You can survive by outrunning the Brain, but Zitz must 
take the corners at breakneck speed to put any distance between 
him and his pursuer. If you die the first few times, try to remember 
the path you took at each corner, then kick up your speed a 
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Age: “Not too young to boogie, 
not too old to rock n’ roll” 
Height: 6’3" 
Weight: 243 Ibs. 
Hair: None 
Eyes: Amphibian 
Outstanding features: Mega-physique; wears sun- 
glasses, Ninja-style ribbons, and studded kneepads. 


Profile: The most handsome Battletoad began life as Dave Shar, a 17-year-old game tester transformed by 
a computer virus into a 3-D computer graphic. Perhaps the most likeable of all the ‘Toads, his overcon- 
fidence can make him the most annoying, too. Because of Shar’s obsession with pumping iron, Rash has 


an in-built early warning system that takes the form of a bodybuilder’s physique display and arises 
whenever the group is threatened. 


—_—-" 


| CRUREDEOEORE _ 16100 


Tete arrtwrewre san erw 


Age: Immortal 
Height: 6 feet in her stilettos 


Weight: 126 lbs. 
Hair: Black 


: Eyes: Icy Blue 

Profile: The Dark Queen is a highly dangerous psychopath who 
uses her magical talents and her dark and terrible beauty to her 
advantage. Her life quest is to claim her “rightful” place on the 
Terran Corporate Throne, and she will stop at nothing to achieve 
this end. She’s destroyed entire solar systems — millions of lives — 
in her relentless drive for galactic, and ultimately universal, domi- 
nation. 
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The best way to fight Big Blag is to run 
back and forth on the ground while Blag 
jumps in the air — if you stop, he stomps 
you. Hit him with either a Kiss-My-Fist 
maneuver or your Nuclear Knuckles while 
he’s in the air, and you've defeated the 
big cheese of the rat army. 


Height: 7’4" 
Weight: 520 Ibs. 
Hair: None 
Eyes: Amphibian 
Outstanding features: Absolutely humongous; 
wears studded wristbands and kneepads. 


Profile: The biggest Battletoad began life as 


George Pie, a 19-year-old game tester 
transformed by a computer virus into a 
3-D computer graphic. Although he’s 
not exactly the smartest Battletoad, 
Pimple more than makes up for his 
lack of brainpower with his phe- 
nomenal physical strength. He’s a 
gentle giant most of the time — but 
watch out if you should hurt any of 

his friends! 
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Itobo-Manus, the ge- 
netic mutant you face 
in the final battle, isn’t 
as tough as he looks. 
To defeat him, grab 
the hammer in the 
corer, then pound on 
one of the mutant’s 
arms, then the other. 
Before long the metal- 
lic menace falls to 
DIeCes, 


Age: Immortal 
Height: 4’6" 
Weight: 112 lbs. 
Feathers: White 
Eyes: Avian 
Outstanding feature: “What could be more outstanding thana vulture 
wearing a labcoat?” 
Profile: Affectionately knownas “Coach,” he is the Battletoads mentor. 
His harmless, bumbling exterior conceals an enormous intelligence 
and a stupendous magical talent. These skills are more thana match for 
the Dark Queen, but unlike her, he has renounced their use, preferring 
science and logical thought to get him out of trouble. 


Age: He can’t count 
Height: He can’t use a yardstick 
Weight: Increasing all the time 
Hair: Black and greasy 
Eyes: Beady 
A) Outstanding features: full head of 
hair; sharp teeth; deadly tail 
Profile: The undisputed chief of the 
Dark Queen’s rodent army, Blag lives 
by a simple creed: “First I’m gonna 
gnash ya, then I’m gonna chomp 


‘<// ya, then I’m gonna spit youse 


= 


out an’ stomp ya!” 


The Battletoads are re- 
united and ready for the 
next challenge — which 
probably isn’t far away. 


General Vermin — 
the dirty job is up to you. This 
is your last big battle before 
the ultimate encounter 
Robo-Manus. 


ee 
These Magnetz are powerful 
magnets that slam together 
at regular intervals. Oppo- 
sites attract, but make sure 
you re not caught in the pull. 


aN 


AWN 0 
Robo-Manus has armor plating 
as thick as your wrist, so don’t iry 
any strong-arm tactics with him. 
Just grab the hammer and pul- 
verize him. 
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he eagerly awaited Super 

Mario World is finally here! 

The world’s most popular video- 
game character is back, and this 
time he’s moved up to the Super 
NES machine. But some things 
shange— in this game Mario 


Bh asian alk. 


AEN 


nev 
eT Re eee 


must once again save the princess, 
eing-held captive in the 


Valley of Be Bowser. Bowser has also 


eggs s, which hatch into 


EXPLORING 


this adventure is the largest one 
yet. Super Mario World has so many 


‘secrets and hidden levels that 


you'd have to play all the way to 
the end»many=times before you 
found everything! Larger enemies, 


-vibrantcolors, and excellentsound — 
effects round out the game’s wks 
-olasting appeal... | - 
Super Mario World mixes the 
classic Mario formula 
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Chris Slate 


with innovative new ideas. There 
are new maneuvers for you to 
master, new items to find, and new 
enemies to conquer. Because of the 
huge scope of the game, we’re di- — 
vidin B our pasha lista a special 25 
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Carry the second P- 
block to the right until 
you reach these 
bricks. After making 
sure that there aren’t 
any ghosts around, go 
ahead and stomp on 
the block... 


Theiets: sa P-block at the bottom of 
the lake. Carry it until you come to 
a keyhole. When you stomp on the 
P-block, the bricks turn to coins, 
enabling you to pass through and 
reach the key. Now swim back to , 
the keyhole to clear the stage. 
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If you complete the lake 
scene by using the key, a 
path is cleared to the sec- 
ond ghost house. Affer a 
little exploring inside the 
house, you find another P- . 
block. 
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The vine grows upward uniil it 
reaches a platform that ex- 
tends to the right. Quickly run 
to the right and enter the blue 
door before the time expires 
on the P-block. If you arrive 
too late, the door disappears. 
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the warp 
zone! You 
can access 
| | the warp zone 4 
Why would you want to travel (called Star 
this alternative path when the World in the 7 
first route was so much easier? game) from ZA 
Here’s your answer! When you numerous 
return to the map screen, a ack eewwonaiolih Mario World, but Fa 
starhas appeared underneath ~ we'll leave those for later. In future 
you. Stepping on it will take Ba Ans issues we'll continue our romp 
you to a place that all Mario as a through Super Mario World and 
fans love to visit... ~y? reveal more of its closely guarded 
4 _ Sa secrets. 
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3800: Barham Bivd., 
Los Angeles, CA 


“Chris Slate ie 2 e 
na lively space adventure sure to dazzle, Star Wars brings to the NES the now classic 
tale of good versus evil. The cast of unforgettable characters — Luke Skywalker, 
Princess Leia, Han Solo, R2-D2, C-3PO, and Chewbacca — is back. Their mission: 


Return the princess to her home planet, and destroy the gigantic Death Star. 
The variety in the game is striking. You can play as young Skywalker, screaming across 


| Lucasfilm Games. 


re z desert terrain one moment, then play as Han Solo blasting through a wall of Death Star at 


-. storm troopers the next. The frequent scene changes serve to keep you interested, enter- 
tained, and challenged throughout. 
thie Considering the standard-setting special effects of the movie, you might expect stellar 
_’ visuals in the game, too. No such luck. While solid, the graphics fail to deliver the 
~- excitement of the game’s otherwise intense action. The diversity and smooth game play, 
~-. however, more than make up for this weakness. 
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Getting out of the Death Star isn’t 
like checking out of a hotel. You'll 
have to fight many TIE fighters on 
your way ouf. Try to keep them in 
your gun sights. 


space grows thick with missiles after 
you launch your X-Wing. Again, 
make sure you deal with incoming 
firé before youconcern yourself with 
its source. 
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You've rescued | 
the —_— princess, = 
destroyed the a | 
Death Star, and | 
ended Vader's i ge 
cruel reign of .. 
terror ... or have p ge: 


you? 
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One shot directly 
into this nerve 
center and the 
bearn'= Star. is 
galactic history. 
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More important than destroying the 
TIE fighters, however, is intercepting 
the incoming missiles. Because they 
are heat-seaking, evasive flying 
won't work. 


Your mission is almost complete! 
Thisisno time to make asilly mistake, 
like slamming into the side of the 
Death Star’s inner corridor. 


Your flightisn’'tover once the Falcon 
lands. Luke must quickly make his 
way to an X-Wing and get back to 
the Death Star. 
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Just as Luke didin the film, try to lure 
your TIE pursuers into the obstacles 
that litter the corridor. 
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Populous is one of the most 
unique and intriguing strategy 
games ever. You literally playa 
god, matching wits with an evil 
deity controlled by the game 
system. Each god oversees a 
small tribe of people who start 
life ona very primitive level. By 
working miracles and influ- 
encing the behavior of your 
people, you help them grow 
more advanced, more prosper- 
ous, and more numerous. Your 
eventual goal is to overcome 
the evil god’s people so youcan 
advance to the next world. 
Although you play a god, 
your control in Populous is a lot 
less godlike than in most other 
videogames. In fact, you have 
no direct control at all over the 
little people on the screen. They 
behave as if they have free will 
and go about their lives with- 
out your intervention. They ex- 
plore the land, decide where to 
settle down, build homes, plant 
crops, bear children, and de- 
fend themselves against at- 
tackers — all with little or no 
action on your part. 
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By flattening uneven terrain and cre- @ 
ating new land, you make it possible # 
for your people to plant more crops. 7 
Over time, they gradually improve 
their living standards. Their first shel- 
ter is a simple mud hut. 
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In the beginning, there was Genesis. The first 
world is typical — tiny settlements of 
primitive people on small islands separated 
by a large body of water. 


Here are the details of the main game screen. The Book of Worlds (upper left) is a map of 
the entire world; the area indicated by the cursor is magnified in the center of the main 
screen. The Manna Bar (upper right) is a gauge which measures how much power you 
command as a god; as your people grow more prosperous, you become more powerful 
and can work more miracles. The first group of Command Icons (lower left) allows you 
to influence the behavior of your people; you can tell them to settle, defend, invade, make 
a strong leader, and so on. The second group of Command Icons (lower right) lets you 
devastate the evil tribe with knights or natural events such as swamps, volcanoes, and 
| floods. It also gives you control over various other game functions. 
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a. | _ Timber and stone house, plus new neighbors 

You influence their behav- i | 
ior in less direct ways. For ex- —_— 
ample, you have the power to 
flatten out the land by lower- 
ing hills and filling in valleys. 
You can even create new land 
where nothing but water ex- 
isted before. The more flat land 
youcreate, the more crops your 
people can grow. And the more 
crops they grow, the better their i 
lives become. Your people . eee 
learn to make more advanced 
tools; they build bigger houses, 
eventually progressing to 
castles and walled towns; and 
they bear more children, who 
grow up to leave home and 
build new settlements of their 
own. 

Meanwhile, however, the 
evil god is doing thesame thing 
with his tribe of people. Pretty 
soon the world gets crowded, But the evil god isn’t 
| ii | : idle in the meantime. 
and that’s when the war starts. fis ci a hie 
One tribe invades the other’s building farms, cas- <0) ==)") : ae 
tles, and towns. If - PaO lite, Oe tl ctl i cilia | é 
you have enough power (indicated by the Manna Bar), you can damage or 
wipe out some of their settlements. 
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Knights are ruthless. Once ap- 
pointed, they wanderat will through 
enemy territory, destroying every- 
thing in sight. This knight has al- 
ready burned one cabin, and an- , 
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- Volcanoes 


he Great Flood: After 
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By unleashing a flood, you can de- © ...and now all but one of his own 
stroy all settlements on low-lying _ people are gone, giving the evil tribe 
land. But watch out — don’t drown the upper hand. Notice how the map 
| your own people! For instance, this | changed in the Book of Worlds (up- | 
god has only one settlement on higher per left). ! 
| land... 


territory, and the ensuing 
battles are fought hand to 
hand, farm by farm, town by 
town. 


Again, you have no direct You can choose from nine other landscapes in addition to the 
control over this combat, but ) basic Grassy Plains. This alters the appearance of the land, 
you can use your powers to " the people, and the structures. It also affects game play — 
help your people. You can some terrains make survival and advancement more difficult. 
command them to build up a : 
strong leader, and you can ap- 
point knights who attack en- 
emy farms and castles. You 
can wipe out evil settlements 
by striking them with earth- 
quakes, swamps, volcanoes, 
and floods. You can even de- 
clare “Armageddon” — a 
cataclysmic event in which all 
the people of both tribes aban- 
don their homes and join to- 
gether for one final battle. 
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Snow & Ice: another hostile climate. Sur- ' ee . ae ee ae 
vival without a settlement is almost im- eople cant walk very tar withou 


So possible. dropping. 


Piglet World: The ter- 
rain resembles Grassy 
Plains, but the people 
are little pigs, and 
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a -@@ Cake Land: The landscape is a check- _ 8 | 
— ea Sh wolves. 
pe ge >=. i ered tablecloth, and structures are 
“Fy ty psn Bp cakesand candies. People are tiny mice. 
Pe ‘= tte Jat “ 
so ES Ce en ee sti 
P= Ss ie 
tee (2523 Po ee 8 


en this rocky . 


a ae se ~ Fe = t. sane of 
nak : } em Pee a ” %S = + <a a 
te “-_* faye —_ - oom oo 
eee a ae di hae ° + hers 
2 noe es = 3 F 3 - t 
ete Pas. ee . = 
le tio . 4 = = oil ee 
es gt er em 2 = ” 7 Mn Per rinthn - 
= ee . 3 ‘= wes ‘ t 
ann Vian, "gl ot. <a ~ ge enn, Soe, A PO eee «3 pone 


Japanesque: the archi- 
tecture of medieval Ja- ° 
pan. Knights are samu- | 
ral warriors. 


Bit Plains: People are computer bugs, 
and buildings are videogame machines 
and computers! You see everything | 
from Game Boys and 8-bit NES systems 
to Super Famicoms and Cray 
~ Supercomputers. 
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Although Populous some- 
times requires fast action to 
keep up with a quick-witted 
evil god, it’s definitely a think- 
ing person’s strategy game. It 
first appeared on the Amiga 


computer in 1989,thenmoved [Ri 32 Be oe Es é 

to the PC and Sega Genesis. Se cI ie ge oe — 

The Super NES version is an Francaise: a landscape dotted with | 

| : European castles, towers, and Beg x= 

outstanding translation whose ss r 
. arches. The good tribe's settle- If you overcome the evil tribe, the evil god chal- @ 

graphics and features closely ments fly the French flag. y ; “il g al- g 


lenges you to another contest ona more advanced § 
® world. Different worlds call for different strate- 3 

| gies, and the evil god’s skill and speed improve i 
each time. There are 989 worlds in all, each witha 
password so you can resume where you leave off. 


match all previous versions. 
With 989 worlds to conquer — 
each one different and more 
challenging than the last — 
it’s a game you can enjoy fora 
long, long time. 
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Welcome back for more! 


In our October issue, we 
covered new features in 
Super Mario World and 


started you out on the right 
track with a few beginning hints. 


In this installment, we’re moving 
- on to the second major area of the 
game — a huge cave filled with ac- 


tion sequences, a castle, and secret 
levels. 


We’re going to take you on a tour of the 
cave — complete with a few tricks you may 
find useful. We’re also going to get into the 


good stuff — the secret levels, the hidden 


Chris Slate 


paths, and the all-important warp zones. Use our 


guide to help you unlock the mysteries of 


Mario World. But don’t count onus to ~ 
find everything. Super Mario World is 
so big we’re sure we’ ve missed a few 


secrets. If you discover any clues as 
you’re playing, be sure to send 


them tous. We’ Il be glad to print 
them for Mario players every- 
where to use. 


Now get going and 
start exploring Super 


Mario World — but 
don’t wander around 
too long. There’s a 


princess waiting to 
be rescued! 
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a | Quickly dodge around the wizards’ shots, grab this P-block, and carry it just past the floating door _ y 


to the right. Grab the three coins stacked vertically on the right, then hit the P-block. The other coins 
form a bridge to the door! 3 


In the boss’s room you find three Here’s how the entire cave section of 


koopaswhorandomly popoutofpipes Mario World looks once it’s completed. 
along the floor. Hop on the one that But every Mario fan knows that there’s 
doesn’t match the other two—three  —s—> : more to this game than just playing 


hits is all it takes. An straight through! Now you can explore 
9 — : .. alternative routes. 


First, return to the second scene in the cave — the one 
that’s located ina pond on the mapscreen. After surfacing 
from the second pool of water, go left and grab the P- 
block. Carry it to the brick wall and use it there. Next go 
down the path on the left (the one filled with coins). You 
can find a key and keyhole down here. 
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-. : <i oS " A “. . 3 y _ . . ~ 
O/ AM asics. Som = y Now go back to the first scene in the cave. The blocks that 
| | --_- you released have formed stairs leading to a block you y 


couldn't reach before. That block holds a vine that takes 7 : - 
you to another keyhole! 


. ~ «| When you return to the map screen, you 
Py find that a new block station has appeared 
to the right. Swim over to it and release all 


~ \ the special blocks. 


cad os 


SS b — 2 Ott O03 3-20 


OU 
Lon 


Climb up through this stage — and be sure 
not to miss the feather hidden ina block to the 
left. After climbing the two vines, youreach 
a long platform. Use this space to build up _~ 
speed and fly to a pipe tucked away inthe ~ 
upper left. This pipe leads to a secret exit. | 


Another new path appears to the left. Ob- 
_/ viously, this should be your next destina- 
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a 3 One last note: If you go back through this level without using 
oe Gs the secret exit, yet another secret path opens up. This one 
re leads to a pipe which takes you to a secret castle! There are 
L a a still countless paths to be found, so be sure not to miss our 
—_ third installment of Super Mario World in the December is- 
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"Aha! Now yousee why you took suchan 
‘ \ out-of-the-way path! You’ve found the 
| second entrance to Star World, which 


allows you to warp to different places. 
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Never let your guard down. In this cave, even common 

NAIICIC Nn. INe' stalactites can be dangerous! Whenever you see these 

at your head, then: 1 eer ve crystalline booby traps, run underneath Tere or your ‘ll get 
their icy volleys: ae retuming ire, a sees in the head. oe 
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he snowman ar mae to feteat. oe onto e Sietue pala him, thea Meany oar over fe ihe Bistoe at the cag 
Vie! corner. Finally, wee over and crush him into the ice. | Saas 


Ice kaise aren't just part of the scenery — you can ae 
them to demolish stone walls. 
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Tradewest, 2400 S. Highway 75, P.O. 
Box 2097, Corsicana, TX 75110. 


‘RT. SIMPSONS 


ESCAPE FROM CAMP DEADLY 


i 


WACKY NEW ADVENTURE 


Lisa M. Bouchey 


Imagine going away to summer camp and finding Springfield’s bad boy, Bart 
Simpson, in your cabin. From short-sheeting the counselor’s bed to doing unspeak- 
able things with the clay in crafts class to starting really gross food fights in the mess 
tent, the day wouldn’t be long enough for all the trouble you could cause. Think of the 
fun you'd have — unless, of course, you were a resident of Camp Deadly. 

“Tron Fist” Burns, the nephew of Homer’s boss, Montgomery Burns, runsa tighter 
camp than Monty does a nuclear power plant. He’s determined to whip Bart into 
shape, but since the thought of spending two months under Burns’s iron thumb isn’t 
exactly Bart's idea of fun, he decides to make a break for it and head for the comforts 
of home and cable TV. 

Bart Simpson's Escape from Camp Deadly, released less than a year after Bart vs. the 
Space Mutants for the NES, is in some ways better than that earlier game. The 
characters are more proportionally sized for the screen, the game play is smoother, 
and the idea behind the game is more down-to-earth (literally) Simpsons’ fare. 

If the game does have a drawback, it’s that it needs more variety. The forest and 
mess-tent levels are repeated several times with little variation, and it’s a bit slow — 
although no slower than some other Game Boy adventures. 

Besides, you'll want to enjoy every moment of helping Bart beat Nelson and his 
brutish bully buddies in the flag-capture activity. And since there’s nothing on the 
menu that whets Bart’s appetite (tofu burgers, broccoli, and spinach pizza ... yech!), 
you might as well throw it at the bad guys. 

Of course, Bart can’t escape from Camp Deadly all on his own — he needs some 
help from Lisa, the brains in the Simpson family. Usually she shrinks in disgust from 
her brother’s schemes, but Lisa’s having a miserable time at Camp Deadly, too, so 
she’s on hand to provide special outfits and weapons. Bart has to furnish his own 
spitwads, though. ; 

More accessible to the average game player than Bart vs. the Space Mutants, Bart 
Simpson's Escape from Camp Deadly is challenging and fun to play. 
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7 lron Fist has orga- 

nized a full slate of activities for 
his wards, pitting the entire 
camp against Bart. Before each 
activity begins, Bart can read 
about If on one of the camp 
bulletin boards. 


3 NS TRU 
ST Burt 


| “team Fist” Burns 

| rules Camp Deadly with, well ... 
| he’s a tough cookie. His top pri- 
| ority is whipping Bart into shape 
| — but better men than Burns 


have tried. 
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| Go ahead and / 

climb the trees in these woods, 
but be on your toes if you 
stumble into an enemy tree 
house. The first one belongs to 
Blindside Bill— his nickname Tells 
you all you need to know to 
defeat him. 
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Grabbing ‘inal 
the Clown faces gives Bart an 
extra life. 


-CLUB (HOUSE 


RE BOUND 
RICK O*7 SHAY 
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The second tree 

house bully is a bit tougher to 
beat. Inch your way across the 
screen, walking and tossing your 
boomerang at the same Time. 
You want to get rid of Rebound 
Rick before he shows up on 
screen. 


1 Ihe beekeeper’s 
|} outfit Lisa gives you for defeat- 
|) ing Blindside Bill comes in handy 
# when grabbing this flag. Just 
| walk through the swarm of bees 
— they can’t sting you. 
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"Thane? S only one 


friend Bart can count on in this 
outdoor adventure — his sister, 
Lisa. She’s on hand when you 
need her most, armed with 
boomerangs or helpful pack- 
ages. 


Nia ew On 
may be at 
against 
Bart’s bet- 
ter judge- 
ment, Ze 
ahead and 
set killer 
Krimel 
Koogan 
free when you find him hanging 
from Iron Fist’s trap. Make sure 
you approach him from the trees 
instead of the ground, or you'll be 
his next victim. Once you free him, 
he helps you defeat the level boss 
and gives you some candy in the 
mess tent. 
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Lisa rewards you with this football 
gear. Barrel though your en- 
emies before the outfit vanishes 
— and make sure you pick up 
the candy that the bad guys 
drop. Chocolate increases your 
energy level. 


Se ie 


The food they re 

serving up in the mess tent Is 
deadly in the hands of master 
food-fighter Bart Simpson. If the 
monitorssee you throw any food, 
however, you must eat every 
morsel still in your possession. 
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A. ~ me VVhen you 
ee run into 
Lisa at the 
ena of the 
second un= 
dereround 
chamber, 
{OSS al bOO= 
merane at 
the wea- 
pon She's holding in her hana— 
she ends up holding a handfull of 
candy. Extra energy helps you 
more than weapons on the next 
level. 


Uncle Monty has 


Bart cant carry 

tofu burgers into the broccoll 
line (not that he'd want to), but 
he gets areward for food he has 
leff at the end of each line — 
one hit for every five pieces. 


igs tage ao go 


troubles, there’s a killer with a 
hockey mask roaming the 
woods. Krimel Koogan’s been 
snared by one of Iron Fist’s traps. 
Should Bart set him free or leave 
him hanging’? 
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Use your food- 
fighting skills fo avoid hand-to- 
hand combat, but watch out 
for aerial assaults of deadly sil- 
verware — be ready to duck or 
jump out of the way. 
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have very short tempers, so 
when youlaunch a boomerang 
attack, make sure your shot is 
swift and sure. 


dumped his toxic waste near 
the camp. Explorer that Bart is, 
he should check ouf the un- 
derground levels. Mutant spiders 


the flag-capture game, the other 
camperstry to stop Bart by jumping =: 
from trees and throwing giant You won't find 
apples at him. Blinky, the three-eyed fish, 


“onewenger 


can't be too scary — and be- 
sides, Lisa is waiting down there 
with a fresh supply of boomer- 
angs. 


AS 


swimming in these waters, but 
they are infested with man- 
eating piranhas. Watch your 
step on these slippery logs. 


Spinach pizza is on Bart is unhappy No one said es- 


the menu for your second trip to and, true to form, he doesn’t caping from Camp Deadly 
| the mess tent, and so is some care who knows if. Pining for would be easy — Iron Fist has 
| down-and-dirty fighting. If the cable TV and Marge’s pork never let a camper get away, 
| bad guys crouch down to fight, chops, Bart and Lisa decide to and he’s not about to start now. 
| sink to their level, or your well- make a break forhome, scaling Make sure Bart has a firm foot- 
placed throws sail over their the side of Mt. Milehigh to es- hold on the slippery rocks and 
heads. cape. watch out for rock throwers... 
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‘bas When you 
play the 
flag cap- 
ture gare 
inthe for- 
est, Stick to 
the treesas 
much as 
possible. 
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some people say 

the mountain is haunted by the 
ghosts of campers who've failed 
to escape from Camp Deadly’s 
iron rule. Bart must play a sort of 
Russian Roulette to make it 
through the passage — keep 
an eye out for falling skulls. 


.and low-flying 
eagles as you scale legendary 
Mt. Milehigh. If youmake itto the 
| top, there’s no turning back. 
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cnt wont meet 
up with any more campground 
bullies on top of the mountain, 
but keep in mind that it’s best to 
let sleeping bears lie. 


Hmmm. “Warn- 
ing,” “Keep Away,” “Do-Not- 
Touch” signs — what's the first § 
thing Bart would doin asituation 
like this? 


Is it true that Iron 
i Fist is afraid of the dark? This is 
| your big chance to find out. 
Knock the lights out with your 


| boomerang and make a break | 
| for It. 


ig 


7” ry ‘La ke 


' 


Af LA ietth 


os Bae nee 
hss 


Nila 


he 
« 


Bhs Sb 


“al 


= 


CHEESE BRIDGE a 


3: Se eS 


ase 
CREO 


Bs 


mi 
o 


f 


vt 
Wo 


chest 


hs) 


e 


F: 


ins 


i0us 


n the prev 


1) ooos 


LL SS Soe we 
SeSste oo oot 
a ie 


é 


World coverage, 


rio 


: 


i ena ‘i 

ELVAVLA ELEN 

LER RE DETAR MATHS 
ee a Ae aU 


¥ 


Wa 
ANAEIRIENLY 
AAPA 


at 
yal 


WW AMATTAE YL 


: 
ae 
: 


AS 


Ha 
Tet N 
Re a aa 
iY 


ni 
Ot 


sania) 
HOMO 


WHT 

Nyt 

Bi 
ian 


SEN 


NAR 
EA 
a 
AGRE 


ae 
Aa 
Rene 


< 


iy 


*y 
(3) 


it 
“1 


eat 


a 
Serre cri 


t 


sare apcsene 


i tn ee 


Hey 
PHC TAA TAL 


r 


AONE) 
SARA TRL RT AST a 
ANOMIROAA 


Comp lere 
wou Sod ex 
stra 2 meu 
GOOD "PUCK! 


wong, but the rews ar 2 well worthiiis effort! 


Ny APMC IH I 


SAR AOR Aeron INT LaRieE Re 


WFP 0 xe se te cmc ae: ag a0: 4 


a ' ! 


a 


Ay 


F 
od 
snp iegloeeanteeseniaatcten 


Teal 


ton ye 


There’s a Trans- 
ylvanian legend 


weaken every 
ng Evila new chance be 


Dracula without thinking of those 


vampire-hunting Belmonts. 


The Castlevania series has arrived 


for the Super NES in the form of |. 


Castlevania IV. Although fans of pre- 
vious games will find that many of the 
essentials have remained the same, 


the improved graphics in this install- | 


ment — along with several new tricks 
for Simon to perform — breathe new 
life into an old favorite. 


The Mystical Whip hasn’t failed 
Simon in the past, and that’s what he 


uses against most of the ghouls and 
monsters he meets in Castlevania I V. 
You can also carry one other 

r ae “Ah bei axe; | 
ang, fire b 


_allon-screen enemies. Bawb use and 


potions include hearts (how many 
hearts you've collect 


cial weapon), crosses (which destroy 
every enemy in sight), and an invis- | 
ibility potion that lets you scoot past |— 


the bad guys. 

Besides the seenakagt giphice the 
biggest change in Castlevania IV is the 
way Simon uses his whip. You can 


now aim in eight directions: horizon- | 
tally, vertically, or diagonally. You — 


can also swing the whip ina circle, or 
even wrap it around rings and swing 


_ the other side. 
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to use ie toga | Eive' Castlevania IVa 


~ in the series. 


Game play slows dco slightly 


controller toopenthis Fa 
_ gate~ — but first make ae 
sure no bats are ieee 
_ headed your way from : 


when there’ sa lot of movement on the | 


screen, but thanks to the way all Une | 


_ Castlevania games are structured — — 
 onlya few enemies are on-screen ar 
any time — it doesn’t happen very | 


often. 


Simon used to eat leg 
of werewolf, but now 
he prefers pork chops. 
Whip this wall for a 
- rejuvenating snack. 
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§ InCastlevania IV, 
= Simon’s whip can 


_means of trans- 
| portation as well 
f as a means of 
destroying evil. 


to eres endh spots. The new: ‘ways vobees 


nporld’ s most eros: vampire far a 


and include the hints and tactics that 


little bit easier. 


be used as a 


- Here's a close-up look at the first 
four levels of Castlevania IV. We'll 


a. els of the game in an upcoming issue 


You can usually throw special weapons only one 
ata time. Grab this icon to toss two at once — 


_4 real bonus when the action gets hot. Spiked chandeliers fall on you as you walk thiouah 
this area. Whip upward diagonally to smash them 
before they drop. 
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Don’t bother trying to 
reach this candle near the 
start of level 2. Normally, 
you'd want the boomerang 
it hides, but you can find 


one just a little farther in 
The | boss of level 7 is a skeletal warrior. your journey — and 


You should be able to take care of him grabbing this one means 
with just your whip. going back over ground 
you've already covered. 


As long as you keep jumping, this 
mud isn’t deadly. 
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radiesettvne’ food before feat — as | 
facing the boss long lig you 
of level 2. didn’t re- 


place your 


boomerang with he vices Knsel to avoid her 
freeze spells. 
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If these floating hands grab you, 
they drain all your hearts in a matter 
of seconds. 


Don’t let the current carry you into the spikes in 
the floor of this aqueduct. One touch means 
instant death. 


sneak ‘ies cae iach your ship to ads a 
bonus room. These fire-creatures multiply when you whip 


them, but their sluggishness makes them easy 
prey — just be sure to keep a safe distance. 


Mermen attacking from below and s 
columns dropping from above seem to = ee : 
make this a really hairy spot. Stand : a Use your ability to whip upward to 
here and wait for four columns to drop finish off this skeletal serpent from a 


: . : Your best tactic here is to safe spot. 
En Bai oh ae chat and the mermen keep moving and attack 
Stop attacking, too. only the creatures directly 
in your path. 


: oe of level 3. Stand on the middle : ees 
platform and toss boomerangs as * ce 
you constantly whip, but be ready aa 
to retreat to the far right when 


attacked.” 


ane room 1 begins is hee te 
to rotate after @ 
you defeat the | 


Skull, threat- 
ening to send you 
into a bed of 
spikes. Grab the 


ring with your | 


whip and hold on 
| for ¢ dear life. | 
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Study the timing of these moving blocks 
to avoid being crushed. Search nooks 

and crannies for special weapons — the — 
, level q boss is just ahead. 
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This huge skull with a long, 
snakelike tongue looks like a bass, 
but he’s only the prelude of what’s 
to come. Stay to the left and whip 
as fast as pecan: = 


Watch out ie thake tiles — they flip over 
at the slightest touch. Jump to the next 
tile as soon as you land on one. 
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One of the most 
graphically 
impressive 
parts of the 
game, this 
room — which 
looks like the 
inside of a barrel or tube — begins to spins around you. 
Look out for skeletons that appear from the red holes. 


This stone creature guards 
the entrance to level 5. Stay 
to the far left as you toss’ 
special weapons, preferably 
the axe or the boomerang. 
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Cliff Secord was an ace stunt wasallbutdestroyedinashootout cleared, Cliff came across a 


pilot, but otherwise he thought | between FBI agents anda particu- mysterious devicestashed inone 
of himself as an ordinary guy. larly vicious gang of thugs. of the planes. It appeared to be 
His life took a dramatic turn, Sorting through the wreckage some kind of self-contained 


however, when his stunt plane from the air battle after the smoke rocket, but it was very small, 


Fi oy g =6Punch open these lockers — 
~ es : a some of them contain bonus 
= Be eS ee cameos - ™ items. More items can be 
: RE WS bittetit found in similar places 
throughout the game. 
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Cliff Secord and his mechanic, Peevey, find a mys- 
terious device hidden in one of the planes. What is it 
and where did it come from? 


Shrapnel bombs always 


detonate at the level of 
your head. Butif you wait 
until they explode before 
ducking, the slow-mov- 
ing shrapnel will fly 
harmlessly over you. 


Brawlers never stop coming out of this 
elevator, and most of them carry bonus 
items, such as fuel, so stand here and keep 
punching. You can do the same thing at 
several other doorways throughout the 
game. 


The Rocketeer definitely has the 
look of a 1940s movie serial, as 
seen on this title screen. 


and it was fitted with shoulder — star and secret Nazi collaborator __ it fall into enemy hands. So he 
straps. Where haditcomefrom, namedNevilleSinclair,kidnapped dons the pack and flies after 
and to whom did it belong? Cliff's girlfriend, Jenny. Now _ Sinclairand Jenny, determined to 

Then trouble struck. The — Sinclair wants the rocket pack re- __ save his girlfriend and discover 
crooks’ leader, a famous movie — turned, but Cliffknowshecan’tlet | who the pack really belongs to. 


Now run across the 
airstrip and make 
your escape. Youcan 
fly if you want to, but 
watch out for air 
mines and enemy 
rocketmen. Running 
on the ground might 
be easier. 
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Once you're completely fueled up, it’s 
time for your first flight — although it’s a 
short one. Fly straight up and over, and 
don’t bother to tangle with enemies on the 
way. 


The  gyrocopter 
waits at the end of 
— . the airstrip. Brawl- 
a | ers will keep jump- 

ing out of it, just as 
they did at the el- 
evator. Stay in the 
corner of the screen 
until you’re pow- 
ered up, then go af- 
ter the copter. 


After making your way to Peevey’s house, Sinclair’s 
thugs track you there and surround the place. 
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While escaping from Peevey’s house, you'll 
be attacked by RoboTanks. Jump over the —— . ; 

first shot, then leap over the tank and As you make your way across town, 
attack it from behind. watch out for enemies throwi ing gre- 
nades from windows. If you keep 
moving, they shouldn’t be much of a 
problem. 


Youarriveat the Bulldog Cafe, where 
you learn that Sinclair has kidnapped 
your girlfriend, Jenny! You've got no 
choice now — you have to go after 
him. 


39 


On the roof of the South 
Seas Club is Lothar — a 
bigger, meaner brawler 
than the ones you’ve 
fought before. Wait until 
he attacks, then hit him 
before he can hit you. 


Fly over the rooftops of the city and follow 
Sinclair to the South Seas Club. But watch 
out for enemy rocketmen, homing mines, 
and mortar launchers. 


Always be cautious 
around doorways, 
because brawlers 
often use them to 
ambush you — es- 
TEE pecially after you've 
PTEVETT re passed by. 
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After defeating Lothar, make your 
way inside the club. 


Sinclair sees you 
coming,so he grabs 
Jenny and heads for 
the door, ordering 
his thugs to stop 
you from following 
him. 
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The South Seas Club seems to be the home 
of the world’s largest indoor freezer. Sneak 
up on these standing shooters between 
shots and punch them, since using your 
fists conserves ammo. 


He doesn’t want to be a hero, but summer’s movie from Walt Disney 1949. Then, in 1982, the character 
itdoesn’tlooklikehehasachoice. Pictures. But a similar character of Cliff Secord was created by 
Now he’s the Rocketeer! first took to the skiesina Republic | Dave Stevens for a new series of 

The Nintendo version of The _ serial called King of the Rocketmen comic books called The Rocketeer. 
Rocketeer is based on this that appeared in theaters back in Not many videogames can trace 


Flying through the club is 
your best bet. It’s a little 
less dangerous, and there 
are platforms with bonus 
items near the ceiling. 
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These two posts at the club’s entrance both contain 
bonus items. Punch them open and erab what’s 
inside. 


The skylight is the only 
way out. You’ve lost 
Sinclair’s trail, but some- 
one else has found you. 


This flashing fuel can is your ticket out if 
the club. When you grab it, the stage ends 
and you automatically make your get- 
away. 
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Sinclair’s men have followed you. It'll take some 
flying to escape the millionaire’s hangar, because 
some platforms are too high to reach by jumping. 


You're brought to the 
home of an eccentric 
millionaire industrial- 
ist. It turns out that he 
invented the rocket 
pack, and he has some- 
thing to tell you about 
Sinclair. 


Shes 
beige. 
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Move up these hills by 


jumping from cliff to 
cliff. If you have enough 
fuel, it’s a lot easier to 
fly, but look out for en- 
emies along the way. 


In the woods outside the hanger, you'll face a new 
enemy: swarms of deadly killer bats. 
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Be careful in the 
woods — these 
heavy tree branch- 
es can fall on you. 
Sometimes you can 
avoid them just by 
running quickly 
past. 


You've managed to track Sinclair to the ob- 
servatory. Brawlers will come at you again, 
but don’t attack until you’ve got enough 
ammunition. After you destroy three guns, 
you re in. 


tae 


Sinclair springs another surprise, calling in his ar- 
mored zeppelin to make his escape. 


their heritage back to the pulp __ transition well. It looks good, with =maynotbethemostoriginal game 
books and movie serials of the | sharpgraphics,smoothanimation, you've ever played, it’s challeng- 
1940s. (One other example is and practically no flicker. The ing enough to be enjoyable with- 
Kemco-Seika’s Rocket Ranger.) storyboard screensinparticularare out being too difficult. 

The Rocketeerhassurvivedthe — excellent. Although The Rocketeer 


Before you can stop him, Sinclair grabs 
Jenny (again) and climbs aboard the zeppe- 


lin. 


The machine 
guns have im- 
pressive fire- 
power, but 
they’reslow, and 
they can fire only 
at certain angles. 
Stand in their 
“blind spots” 
and then quickly 
run past. 


Using the last of 
your fuel, you 
follow the zep- 
pelin into the 
sky. Sinclair 
might think he’s 
safe, but he’s got 
nowhere left to 
run. 
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This radar dish controls the electrofield 
barriers. By destroying it, you can shut off 
the barriers. You can’t continue until they’re 
gone. 
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Finally, you face 
Sinclair. He 
shoots so fast that 
if you duck, you'll 
never geta chance 
3 ge a - tostand up again. 
a os eer = Stay on your feet 

| eee to win this battle! 


THE ADVENTUR 


Chris Slate 


When Cecil was appointed cap- 

tain of the renowned Red Wing 

fleet in the land of Baron, he 
couldn’t foresee the trouble 

ahead. It seems that the formerly 

good king of Baron has recently used the 
Red Wings to plunder peaceful towns 
and injure defenseless people. Why has 
the king changed? And what is he after? 
When Cecil begins asking these ques- 
tions, he’s hurled into an adventure un- 
like any other. 

Final Fantasy II follows the usual role- 
playing game(RPG) structure, but there’s 
one enormous exception: It has a story. 
Other games in the RPG genre may claim 
to be role-players, but all you actually do 
is gain experience, find new weapons, 


‘CONTINUES: 


and fight monsters — there’s 
no person-to-character interac- 
tion that defines role-playing. 
Its huge plot makes Final 
Fantasy II loads of fun to play, 
and the colorful graphics and excellent 
soundtrack don’t hurt, either. You meet 
countless people, and the roller-coaster 
storyline really keeps you guessing. All- 
in-all, Final Fantasy II is one of the best 
role-playing games we've ever seen. The 
only bad thing about it is that now its fans 
have to wait months for Final Fantasy IIL. 
Here’s an introduction to this im- 
mense game. You can check out the 
characters, the modes of transportation 
— and get enough strategy to send you 
deep into the world of Final Fantasy II. 


_ Cecil's your main character. He begins as the captain 

of Baron's air force before undergoing drastic changes 

—_ during the adventure. He's at his best with a sword in his hand, and 
he learns fo use white magic later | in the game. 


_ When she’s just a child, a great tragedy befalls Rydia, 
and Cecil and Kain take her in. What makes Rydia 
[fp speciali is her ability to call upon other creatures fo help her in time 
= of need. At higher levels, she also learns deadly black magic. 


Edge is a powerful ninja that you meet once you're deep 

1. _into the game. He can wield most of Cecil’s swords, but 

—_— he’ s best with throwing darts. He also has special ninja techniques 
that no one else can use. You can count on him in tough situations. 


Kain begins the adventure with you, but he occasion- 
_ dilly disappears during the game. While he’s well skilled 
with several weapons, his real combat strength lies in his jump- 


| attack. It does more and more menage as he gains levels. Keep an eye 
on him though.... 


_ When you first leave Baron, Rosa stays behind. But fate 
_ Brings you back together during your quest. Rosa has 
A the most powerful white magic in the game. You can count on 
her fo heal the party’s wounds and pull the wool over the enemy’s eyes. 


eur eres, ultie This is your first air- 
barricaded under- mately leads to the = snip. Youshould be 
ground, Cecil builds moon, but an airship just — als lappy tolearn thar 
a new Aijrship  can'tflythatfar.Where norningcanattack 
equipped with a drill can you find the Big you wr ie YOU re - 
toburrowbacktothe Whale? Just Keep wish- YIP 1g Ir IN IT, Later, It's 
surface. ING for if... fitea with a claw in 
= order To carry the 
Novercraf, 


When yourparty gets 


You can plot | 
your Course using the Con- 
sole In the front of the ship. 


ne crystal behind the co 
sole activates Inrerpian 
eTary traveling, Ihere’sarest 
_ area where you can regain your strength in the middle 
of the ship, and the curious-looking baggage handler in 
ge k keeps track of your items. 


of transportatio IN, 
Dameyan,. If can take you To © 
new places by hovering over 
_ the stones that lie in the ocean. 
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his cave lies to the northwest of 
saron, and you must past through 
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Be sure to search every nook and 
cranny of the cave. Out-of-the- 


way Teast Ire che a sh old ¢ Cl we po- 
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Package cpened 


automat ically..-.. 


Cecil: Listen. 


It’s dangerous here. 


Come with us. ......DOkay? 
Girl:No! 


Cecil and Kain are 


Norrified to discover Hie Pgs | 7 ee: 
the real reason they ee OS ~s z TF 1e one | 
were sent to the  z _ > survivor. of 
frown of Mist — To | a : 
destroy it! The pack- 
wge Cecil carried 
ae is the town on fire, 

qo NES ‘SUI- 
vivor, 


Ps 
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Titan's quake inadvertently knocks out your 

_ whole party—including JIneliinieg irl. When 
~YOU regain consciousness, you're oe in 
an open field. But Kain is missi ING 
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SAAN 


Officer: I finally found 1 


you, Cecii! 
Girt: tf 
Cecil: Wait! 
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After exploring 
the town, Con- 
tinue north- 
Wola? 1O-Oh= 
other cave. In- 
side, you find 
(among other things) this mysterious old man. He 
plays a vital role in your adventure. 


DMO Lis Ao 
Aighi, Gec..ts 
confronted by 
soldiers who have 
been sent for the 
girl. Afight follows, 
but you easily win. 
Now that you've 
proved your good intentions, the girl 
joins you. You find out that her name is 
Rydia, 
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Beneath the earth’s surface lies an entirely new land to explore — the Underworld. Youcan enter it through an island 
mountain. New adventures wait there, as well as new friends and new dangers. 


The climactic final battle takes place on, of all 
places, the moon. To get there, you must find the eid 
Big Whale. Be ready for some shocking revela- bg a 
tions once you enter the final dungeon. J 
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_ stand close to these poles and _ 

wwkeep swinging your weapon. 

The Foot Soldiers slide right into | SOME Of these Foot 

degi: oi | Soldiers carry throw 

| . — ing stars. Stay out of 

the line of fire, then 
move in for t 

the 


When you hit this flood 
of Foot Soldiers, stand 


fave of electro 
comes at you, make sure) 
against the edge of these 


ae 


ws ¥ | you see the grenades coming 
Dodge the gunfire, then go in close for from this truck, start walking to the left 
the kill. — the grenades will fall behind you. 
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Slash does a brec 
dance move o 
by spinning 
back. Leap 

then gi 

knuckle 

when he 
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throws his ball and chain, the 
kly move away to avoid hi 
rself against the truck whe 
Our special move. He won’te 
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t of his railroad car, he tries to hit you with a beam 
es his pick to puncture your turtle shell. Wait until 
slaughter him. 
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There’s nothing like fighting a formal reptile. 
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Dodge the falling eggs, and, as 
they hatch, keep swinging at 
er they hit the robots. 


Let these bulky vil 
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To remove the Foot Soldiers from the 


Although you can hit Leatherhead, then quick- 
tokeep jump-kicking him: Whenne starts to charge, 
can’t grab you and throw you against the wall. 


saucers, do a flying jump-kick. 
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| To get the pizza, creep up 
i. tothe Foot Soldier and hop 
petween his gun blasts 
ile swinging at him. 

‘t worry if you get hit 
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April's free at last —- at least, she is if you can defeat Shredder. An easy way to destroy him is to 
position yourself one step below him while he’s against the wall, then hit him with your special 
move. When he leaps around the room, just move out of theswayiGindhposition him against the 
wall again. Keep it up until he’s obliterated. Ce : 


HY 


you where something might 
sky robots. 


Watch out for the barrage of fall 
weights. Dodge them by watching 
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This spacecraft holds 
still more Faot Soldiers. 
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Shredder’s getting away, but he’llhave : a ee a 
to fight the turtles sometime. Walk cautiously — you don’t Useyourspecialmovesonthes 
know what might come charg-__ two spacecrafts. One hit, and 
ing at you. Pa they’re toast. 
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Phill Powell 


hat we’ve got here is a puzzle game 


populated by a bunch of dudes rang- 
ing from Albert Einstein to Joan of 


\ Arc. But don’t look for Bill and Ted 


jamong the cast of characters. The 
L California twosome hardly appear in 
' this less-excellent adventure. 


The ten missions in LJN’s Bill & Ted (which form 
a total of 50 different puzzle rooms) take you from 
the primitive world of one million B.C. to today’s 


shopping malls. It seems that the esteemed heroes of 
history have been turned into villains by a danger- 
ous dude bent on restructuring history /iis way. This 


is a fun twist, although it’s disconcerting to find 
yourself running away from a kindly old gent like 
Abe Lincoln, who’s been changed from Honest Abe 
to Evil Abe, a true killing machine. “a 
Players looking for a lot of contact with Bill and 
Ted should be forewarned, however. Although the game’s heroes show up briefly to 
introduce their game, you don’t have a lot of contact with them once the action begins. This 
won't bother anyone except the die-hard Bill and Ted fan who dislikes puzzle games. That 
person should look elsewhere because this is, without a doubt, a puzzle game. 
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— Sometimes you must get certain 
bonus items to complete the 
- quest. You can’t, for example, You may be tempted to run In the first quest of Adventure 5, 
collect the remaining shields underneath this swinging you re introduced to the game’s 
without first blasting a hole in the blade, but all that doe is first free-floating enemy. The 
Sor. separate your head from prehistoric bird that follows you 
your shoulders. Jump above around isn’t restricted to any 
the blade and through its certain area. 
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There is a predictable pat- 
tern to the cave-men’s 
boulder-tossing in 5-2, but it’s 
quick and dangerous. 


The first three credit cards you grab The bonus balloon takes you 
in this quest make the rest of the straight to the top in 6-2. 
mall disappear. Remember where 


the supports and walls were so 
you can nab the rest of the cards. 
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In Bill & Ted’s Bogus Journey, 
the most excellent duo don’t 


just end up in hot water — 
they end up dead! 

This most non-heinous 
movie picks up shortly after 
1989's Bill & Ted’s Excellent 
Adventure left off. The dopey 
dudes are out of high school 
(thanks to that A in history 
class), but their musical career 
is headed strictly nowhere. 
Bill and Ted (Alex Winter and 
Keanu Reeves, respectively) 
are flipping burgers and wait- 
ing for another big break. 

But before you can say 
“phantasmagorical,” asecond 
set of Bill and Teds appears, 
claiming to be from the fu- 
ture. These twins are actually 
evil robots sent from the future 
to kill Bill and Ted before their 
band, the Wyld Stallyns, can 
fulfill its destiny and inspire 
world peace. The “evil us’s” 
as Bill and Ted refer to their 
robotic twins, throw our he- 
roes off a cliff, where they're 
claimed by the Grim Reaper. 

Once they’ve defeated 
“His Royal Deathness” (Wil- 
liam Sadler) in a contest of 
Battleship, Twister, and Clue, 
Mr. Reaper joins the boys as 
they travel through time and 
space trying to defeat theirevil 
twins. Bill and Ted eventu- 
ally convince Martian scien- 
tists to build a good set of ro- 
botic twins, and soon the 
screen is crawling with Bill 
and Teds galore. 


You’d think Winter and 
Reeves had enough to do playing 
Bill and Ted, the evil us’s, and the 


GO TO HEAVEN— 
AND TO HELL 


Leslie Mizell 


sic for Bogus Journey, several 
musicians also appear in cameo 
roles, For example, Faith No 


Bill (Alex Winter) and Ted (Keanu Reeves) 


good us’s. But Winter puts on a 
couple of pounds of makeup to 
play Bill’s 88-year-old grand- 
mother, and Reeves has the 
ghostly Ted inhabit the body of 
his police-chief dad! 

The music in Bogus Journey is 
totally bodacious. The soundtrack 
from the film features metal-head 
giants such as Slaughter, Faith 
No More, Megadeth, Winger, 
Richie Kotzen, Love on Ice, 
Neverland, Kings X, Primus, Kiss, 
and Steve Vai. 

In addition to providing mu- 


19 


More’s Jim Martin plays the 
world’s greatest guitarist, 
Primus appears as Bill and 
Ted’s competition in the Battle 
of the Bands sequence, and 
blues artist Taj Mahal is cast 
as the gatekeeper to Heaven. 
Bogus Journey has even 
more thrills, even more music, 
even more kooky language, 
and even more Bill & Teds 
than Excellent Adventure. 


creenwriters Chris Matheson and Ed 
Solomon invented the Bill and Ted charac- 
ters when they were in college. By the time 
they decided to do a Bill and Ted movie, 
they knew the characters so well that the 
screenplay was written in under two weeks. 
But it took four years to get the film made. 


Don’t spend four years trying to learn 
the distinctive Bill & Ted Speak — now you 


can learn to talk just like them for just the cost 
of this magazine! Impress your friends! 
Frighten your parents! We guarantee that if 
you pepper your speech with these expres- 
sions and start time-travelling in phone 
booths, people will actually mistake you for 


Bill or Ted. 


Bill & Ted Bill & Te 
| Speak English English 


Good — Heinous Bad 
st Excellent Very good 4, on-heinous Good 
mphant Excellent 4, on-non-heinou Really bad 
lar Inspired fd Flake of Adios 
Fully inspired Y) Forget it 
Tricked, duped yy Yes way Of Course 
Most bogus Most atypical Incredible, amazing 
Dangerously // Phantasmagoricc Spooky 
melvinized rincess babes Medieval girlfriends 
Bodacious Unbogus / Dudes Non-babe person 
age of the human 
species 


BILL AND TED'S BOGUS JOURNEY™ & ©1991 § 
Orion Pictures Corporation. All rights reserved. 


oger Rabbit is hav- 

ing a bad day. 

N Within 24 hours, 

his friend is shot, 

his wife is kidnapped, 

and an army of weasels attacks 

Toontown. Judge Doom, on the 

other hand, is having the time of 

his life. After all, it was his greed 
that started all the trouble. 

InCapcom’s Who Framed Roger 

Rabbit, you're Roger, and you've 


GETTING 


‘ROUND TOONTOWN 


Richard Lashley 


got a job to do. To save your home 
and your girl, you must conduct a 
thorough investigation that encom- 
passes five levels. Your first step is to 
find Eddie Valiant, the local private 
eye who knows a few things about 
Doom and his weasels. Once you've 
got Eddie on your side, you can start 
the hunt for Jessica. 

It won't be easy. Toontown is a 
big, wacky city, and its streets hide 
many clues crucial to your investi- 


JUST FOLLOW OUR MAPS! 


gation. Making things worse, 
Doom’s troops of weasels are on 
your heels every step of the way. 
But to help you along, we’ve 
constructed a detailed map on 
which you can plot your search. 
Expect the unexpected, brace 
yourself for surprises, and before 
long you can pl-pl-plan to storm 
Judge Doom’s mysterious forest 
hideout. 


Inside the ACME warehouse, you musf punch | . - SO ae 
out the weasels scampering between these [t. =m mmm © @.f ~—* MarvinAcmetellsyouthe 
stacked crates. The powerful Toon Gun can be a | eo < F ¢. whole sad story of Judge 
found in this kayak back room. fg. i Doom’s plans for Toon- 
= - ~~. fown. However, Acme 
| —_— ees a re a : won'tstick aroundforlong 
Be zz... What’sthatsoundoutside 
the office window? It 
sounds almost like a gun 
poking through the blinds. 
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This is where your adven- 

ture begins. Affer a strange 

phone conversation with 

Marvin Acme, you leave 

your studio dressing room Beer | OP Bk ee | ae | 

and head for his office . Sa Fae Geesrate™ coseaeereet ete ed de 


Stupid, one of Judge Doom’s top 

weasels, isfrequently seeninfront ge | fae Sm 
ofthe bakery. Although the bak- #4 Pe. eee ThePaint 
ers can’t help you catch him, comm Ae : = and Ink 
Eddie Valiant tells you how to — iN “le | : / Club is 


trap the weasel. ) oe Ll bore vel y 
. choosy 


about who gets to enter — 


The password to the Paint and | a3 ‘: especially when it comes 


Ink Club is in this room, located to opt erp _ your 
on the second floor of the way tothe club. she Knows 


building next to Lucy’s where to find the club’s 
password. 
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Occasionally, 
enemies spring 
out of trash 
cans and foss 
grenades at 
you. Your Toon 
Gun, however, 
helps hammer 
these guys 
back under 
their lids. 
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GBRILIA: 
PASSWORD? 


As Jessica 
Rabbit 
bumps and 
grinds a- 
cross the stage, some weasels | 
suddenly grab her and disappear. 

From here, you go to the second 


stage to hunt for your beautiful 


abe 
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Eddie Valiant 
. gives youastreet- 
carticketin stage 
3. Hop on the 
crosstown train 
andbegin yourin- 
PCE vestigation onthe 
——,b = SP per | | — re te te te westside. 
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These sneaky weasels pop out from be- 
neath manhole covers and shoot bullets 
that pack quite a wallop. Try to avoid 
these encounters whenever possible. 


trouble. Butif you're 
willing to take the 
risk, you — a 


: ee iniide these. 
_ buildings. : 


In stage 4, Baby 
Herman gives you . 


an ax. Use if on the — 
chains that hold 
Benny inhisjunkyard 
prison. After you ». 
breakthechains,the =". 


aPOIRD 


212 
grateful car gives = 212 
you a whistle so you ar 
can summon him , 
whenever you need 


ie 2 


ou 


I” ~ 


You find two men = eS 
inside this building Pes 
whotell youthatyou 

need aToon Gunto 


fight Greasy. Unfor- 
tunately, you must 
go back to the 
ACME warehouse 


to find the weapon. 
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Look for Doloresinthe 
local bar. She has in- 
formation about 
where to find Greasy, 
who’s got some 
Speedy Shoes 
that cut down 
— travel time. 
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Your ‘sidan a Pees pee eis Te 
of the west side of 4 

Toontownbeginsat % 
the streetcar sta- | 


tion. Although the conducfor 
knows nothing about Judge Doom, - 


you on this dead-end street. 
ee 


i = | 


When you're deep in the forests of . Your beloved Jessica and Judge Doom 
Toontown, youmustgetpastahuge © await beyond the thick, oak doors of his 
ape whofosses oildrumsatyou.Use ~~ forestmansion. You’ve come along way, 


your speed torunpasthim—save —__ but you trip is in vain if you lose here. 
all your firepower for Judge Doom. 
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Greasy, the boss of stage 3, floats casually over his sky- 
scraper hideouf. On your way fo the roof, look for bullets for 
your Toon Gun. To defeat Greasy, stand in the middle of the 
roof, fire a bullet as he drops down, then dodge his flowerpot 
bombs. 


Ultra, 900 Deerfield Parkway, BuffaloGrove,ILG0089. . ok / 


made 
its date on NBC. 


“Star =‘ Trek” 
quickly won a 
loyal following 
with its futuristic 


drama, good writ- - 


ing, eye-popping up to 
special effects (by that 
1966 standards), and time. A let- 
unusual characters. By ter-writing 
merging the action of 1950s sci- campaign by fans 


fi movies with 1960s social com- managed to keep it on the air for 
mentary, “Star Trek” boldly went ‘three years, but the show was 
where no TV show had gone be- __ canceled after the 1968-69 sea- 
fore. son. 


. other fe or hate: 


= Sn so cael lip penis eee ate 
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_“Space: if frontier...” Star 
Trek: The 25th Anniversarybegins 
just like the 1960s TV show, with 
mtro music and views of the 
starship U.S.S. Enterprise. 


otar Trek clubs were formed, and 
conventions were soon being held 
all over the country. Star Trek 
DOOKS, comics, and other mer- 
chandise multiplied. A Saturday- 
morning cartoon show based on 
‘otar Trek appeared. 

But the Star Trek revival really 
went into warp drive in 1979, when 
the original cast was reassembled 
tor Star [rek: The Motion Picture. 
More movies followed (Star Trek VI: 
The Unaiscovered tape ag IS Com- 


otar Trek: The Next Generation. 

Although there have been many 
otar Trek computer games over 
the years, the first Nintendo ver- 
sion is coming out this fall. Ultra’s 
otar Trek: The 2oth Anniversary is 
based on the original TV series and 
features such familiar characters 
as Captain Kirk, First Officer Spock, 


Chief Engineer Scott, Doctor | 
McCoy, Lieutenants Uhura and 
Sulu, and Ensign Chekov. It's base 
Call\ | a Fole-pla\ ying game, and the _ 
adventu res are simila nto at Fa 


the old TV series: . 


instiliooeceenetbteneemnnnnnnnmetiannanamenenentiien ate 
See eT Se See Sw 
a nee 


aptain. Sgintroducesthestory | . 
and sets the scene for the ih to. a 
come. Periodic updates keep you ~~ 
abreast of what’s happening. 


All of the 


major char- 
acters from 
the original 
TV show are 


in the game, 
including 
Scotty, Mr. 
Spock, and 
Lieutenant 
Uhura, seen 


here at their 
stations on 
the ship’s 
bridge. 
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The transporter sequence is straight from the TV sh 
places on the pads, the transporter chief enters the oper coordinates and works the three slide 
controls. The landing party is beamed down directly to a planet’s surface. 3 


After arriving on the planet, Spock 
uses the tricorder to collect and 
analyze information. 


This star map shows the location of 
the planet Lekythos, an important 
destination on your mission. The 
vertical dotted line at right marks 
the boundary of the Neutral Zone 
between Federation and Romulan 


space. 


alien computer complex. Evidently 


DITO 


. After Kirk, Spock, aa Dr. McCoy take thei 


~ am 


Back Ghaed the Enters. 
prise, this menu screen 
lets out speak to other 
en euumembers, declare. 
— sarees rant alerts, communicate 
party discovers an via subspace radio, arid 


Save your game. 
these aliens were fans of heavy- 


metal music from 2Oth-century 
Earth, because some of those 
symbols on the wall were copied 
from Led Zeppelin albums. 
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Chekov and Sakis at : their Andean stations on the bridge, 
lay in a course to Lekythos. The viewscreen shows when the, 
Enterprise is approaching the planet. 


Trouble ahead! The 


viewscreen reveals a 
Romulan warship, 
then switches to a 
threatening mes- 
sage from. the 
Romulan captain. 
Kirk refuses the 
Romulan’s demand 
to surrender and responds by 
firing phasers 

and photon 
torpe- 


Later, down on the planet, Kirk, Spock, 
and .McCoy are. captured by the 
Romulans andrheld in this room. But 
there's a way out, if Spock will use his 
head. " 


If you’re a fan of the 
original TV series, you 
might remember an 
episode entitled “A 


Piece of the Action.” 


THE ANCIENT SHIP OF DOOM 


Stephen Poole 


fter everything he’s been through, Ryu Hayabusa 
must get the feeling that he just naturally attracts 
trouble. In Ninja Gaiden, his father was killed in 
the U.S., and young Ryu journeyed there with 
the sacred Dragon Sword to avenge his father’s 

death. 
Once in the U.S., Ryu met Irene Lew, a CIA 
agent who befriended him and aided in his 
search for his father’s killers. But Irene was taken prisoner 
by the Demon Clan — the very people for whom they 
searched. Ryu was finally able to free Irene, but only by 
finding and defeating the sinister Jaquio, head of the clan. 
But before Ryu and Irene could catch their breath, Irene 
was kidnapped again. In Ninja Gaiden II: Dark Sword of 
Chaos, she was abducted by Ashtar, possessor of the mystic 
Sword of Chaos, which embodied evil qualities in the same 
way that Ryu’s Dragon Sword symbolized good. Unless 
someone destroyed Ashtar in time, the Sword of Chaos 
could unleash evil over the entire world. With his incred- 
ible ninjitsu skills and armed with the powerful Dragon 
Sword, Ryu was able to vanquish Ashtar and save Irene 

once again. 
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tyes Hayabusa 

Bescendent of the Dragon 
filam, eliminated Erene L: 
at Nd-SH. 


You know something strange is going on 
when you read that you’ve been framed 
for lrene’s death. In time the truth will be 
revealed, but only after you've completed 
several levels. 


Now comes Ninja Gaiden III : The Ancient Ship of Doom, 
the final game in the trilogy. This time Ryu is faced with the 
most serious web of intrigue, deception, and double-dealing 
he’s ever encountered. The game begins with a series of 
cinematic scenes (a technique used in the first two games as 
well) that show Irene being murdered by someone who 
looks exactly like Ryu — who is officially blamed for her 
death. It’s up to you to find out who really killed Irene and 
framed Ryu. Of course, you soon find out that there’s more 
at stake here than clearing Ryu’s name. 

Fans of the series will be excited to learn that Ninja Gaiden 
III differs from the first two games in several ways, with 
new moves and special ninja arts for Ryu to use against his 
enemies. But most of the basics, including ways to acquire 
ninja power and increase its overall limits, remain the same. 

In addition to his leaping and climbing abilities, Ryu 
must now hang from vines, pipes, and platforms. As in the 
earlier games, you can pick up special ninja arts by slashing 
spirit crystals found throughout the game, but in this game 
you can tell what the contents of the crystals are before you 
strike them with your sword. This keeps you from wasting 
time trying to acquire a power you already have, and it also 
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Grab this icon to change Ryu’s sword into 
the Dragon God Sword, which has a much 
longer range and allows you to kill hard-to- 
reach enemies. 


helps you avoid replacing one art with a less- 
powerful one. 

There are two new ninja arts available to Ryu: 
Fire Dragon Balls, which transform the power of 
the Dragon Sword into fireballs you can throw 
downward at an angle, and the Vacuum Wave, 
which sends blades shooting directly above and 
below you. These new methods of attack are 
invaluable against several enemies in the game. 
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One of the ninja arts available to Ryu is the Invincible Fire 
Wheel — and this is a good spot to use it. When you leap to the 
right, make sure you don’t accidentally pick up the less-useful 
Fire Dragon Balls. 
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The Windmill Throwing Stars 
are your best weapon for 
the beginning of level 2. You 
must jump to stay out of the 
quicksand, and the throw- 
ing stars continually protect 
you by traveling back and 
forth as you leap. 
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You shouldn't have too much 
trouble with the boss of level 1, 
Strike him until he begins re- 
leasing walls of flame, then run 
to one side and climb to safety. 
After he’s launched three 
flames, jump down and renew 
your attack. 
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But it’s Ryu’s trusty Dragon Sword you use 
the most, and now there’s a spirit crystal you can 
use to transform the already deadly weapon into 
the Dragon God Sword. The increased range of 
the Dragon God Sword lets you maintain a safe 
distance as you attack enemies, and it also helps 
you swat spirit crystals floating in some hard-to- 
reach places. 

It's a good thing these new weapons have 
been added to Ninja Gaiden III. Unlike its prede- 
cessors, this game doesn’t have unlimited con- 
tinues. If you reach a difficult spot — and there 
are plenty, especially in the upper levels — and 
run out of continues, you must start at the very 
beginning of the game, not the beginning of the 
level. 

There are lots of new elements in Ninja Gaiden 
III: The Ancient Ship of Doom. It may take a while to 
get used to the changes, but the adventures facing 
Ryu in Ninja Gaiden III are just as challenging and 
exciting as any you've seen so far. 


Stay near the top of thescreentoavoid When the boss of level 2 appears, 
the rising lava in 2-2, but don’t be in head for the opposite side of the 
such a hurry that you overlook the one- screen. Avoid his attack, then rush in 
up icon to the right. and use yoursword— there’ snoneed 


for special weapons against this fellow. 
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Here’s another one-up, but 
reaching if can be tricky. An 
ornery fish tries to knock you 
into the water, so concentrate 
on dodging the fish before 
jumping To the platform where 
you can reach the bonus icon. 
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sometimes it’s difficult to see the contents of a crystal. Be on 
the lookout for these bottles of medicine, which increase 
your strength meter by six units. 
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The Great Koganei, boss of level 
3, Can split his body in two. As 
he divides, attack the figure on 
the right. One of the forms is 
invincible, but both bodies flash 
if you strike the one that can be 
wounded. 
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Reaching this one-up may look easy, but a nasty flying 
critter arrives just as you're about to climb atop the moving 
platform. 


Enemies often appear without warning. 
Wait for this baddie to show up, then de- 
stroy him before jumping to the platform. 
Otherwise, you're knocked to your doom 
in midleap. 


Of course, there are times when you shouldn’t use the 
Invincible Fire Wheel. If you use it here, for example, you 


This is G perfect area in which to use the inadvertently pick up the less-effective Fire Wheel. Wait until 
Invincible Fire Wheel. The stakes really drain the stakes have retracted, then drop from the chain and 
your strength meter, but the weapon pro- dash across the pit. 


tects you from harm. 
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The boss of level 4 is the Sandeater. Attack him immediately, 
then run to the left side of the screen. Affer he’s launched 
five Fire Wheels, hurry back to the right and continue your 
assault. 


i MEL fe - coat ALL AS £2 = SERIREREIEIE 
2-000/070. S42 ENEMY - HEISE 


4 j 


Bee eee et ee 
2 2 2 
i cho be . 
$0 het Acted Sede ted Bd obo 
F. 


gst 


& Mos x* * 
Le ie ee Baa 
al 


3h 
; 


8 nani Wh" 


4 
f 
; 


ne 

hai | 
vBA 
weak} ' 


«hate aie ee half 4 
SIR A RM ae hg 


isk 


; 
ine i 


‘¢ ca 
3 
° a hae ete ag 
dye ie Bsc sc 


, 
Bi os Bing eB 


«6 eS wa 


j Manan. 


Watch out for the ships that cross your path 
as you ride these platforms. They soeed up 
when they ‘re level with you, so be ready to 
launch a quick attack. 


Inlevel5,several enemies materialize simul- 
taneously. It’s best to advance slowly, 
keeping the number of enemies on-screen 
to a minimum. 
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Although the floor is collapsing underneath } : . : 
you, don’t panic and forget to grab the The key to defeating the boss of level 5 Is to find an opening 


one-up located near the start of this stage. by studying the pattern of his attack. The best special 
weapons To use here are the Vacuum Wave or regular Fire 
Wheel — especially when the boss is in midair. 
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Hidden enemies can drain your life meter as you struggle to 
stay on top of the gooey floor in this stage. When you pass 
behind these pillars, the Vacuum Wave destroys any unseen 
foes. 
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The only way you can advance without 
taking hits or losing a life is fo jump to the 
ledge when the guard has moved to the 
far right. Be ready for more enemies to 
appear as soon as you dispatch him. 


There’s a one-up spirit crystal hidden in the muck at the 
upper right corner. Use the Fire Wheel to knock it loose, then 
leap to the ledge to grab if. 


The Fire Dragon Balls are the 
best ninja art to use against 
the boss of level 6. Run to one 
side of the screen, then climb 
a wall and unleash the mis- 
siles. When he runs into the 
wall, leap down and get in 
several blows before heading 
to the other side to repeat the 
Drocess. 


Tecmo 
Victoria Business Park; 18005 
South Adria Maru Lane; Carson, 
CA 90746 


CGP 
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Just as in Ninja Gaiden II, 
you must deal with slick, 
icy surfaces, where it’s 
difficult to get your foot- 
ing. To avoidsliding when 
you jump from ledge to 
ledge, release the direc- 
tional pad of your con- 
troller assoon asyouleap. 


ai 


Here’s a great spot to use the Fire Dragon 
Balls. They can take out the soldier perched 
on the ledge onto which you're about to 
jump, as well as destroy the pod to the right 
that’s firing shots at you. 
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The ships you ran into on level 5 are back — and they’re 
even more troublesome, thanks to the treacherous footing. 
As you climb from ledge to ledge, the Vacuum Wave is 
great for taking care of the ships and clearing the way of 
unknown dangers. 


How valuable isthe Dragon God 
sword? With Ryu’sregularsword, 
you dhave tojump to the ledge 
to reach the guard — and risk 
being knocked to your doom. 
The Dragon God Sword’s long 
range means you can clear out 
alanding spot before youmake 
the jump. 


CPIODDODeE! 


_ the land safe for 
| the forces of 


very well-made game, 
Actraiser, like Populous, 
puts you in the divine 
seat of power and gives 
you the chance to act as 
a od Your land is filled with de- 
mons, making life very hard for the 


| people who live there. It’s up to you to 


_ destroy these infernal pests and make 


ACTRAISER 


mode that really gives Actraiser its 
charm. Here, you can direct the people 
of the land, telling them where to build 
while protecting them from the minor 
demons that still lurk about. 

The people pray to you during 
these sections, interrupting whatever 
is going on to get your attention and 
let you know what kinds of trouble 
they’re in. You 
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Jeff Lundrigan 
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Meanwhile, protect the people from 


must then use 
good. ~ . oe your godlike the monsters that still roam your land. 
The gameal- goa Weaweeetie abilities and re- Evil bats carry off your people, blue 
ternates between god like yourself, but they’ re useful spond with time- demons destroy their homes, and red 
actionand simu- BBvenctdcomocmetrl<eteccecoeiinems ly miracles. Lis- devils burn their fields. 


lation. Theaction 
modes are side- 


level houses, forcing the construction of 
new houses that can hold more people. 


tening to the 
people is very 


scrolling arcade BiSotoncRevadepriceteronicintesnni<ams important — 
sequences, dur- Bientmmiiccminjjsmsoaociuycmimam your re lative 
ing which you BiQmeucstatrianeecoviccticaneam powerduring the 
clase lb@etdulads 4) ovramid has risen, the people find a yel- action sections is 
monstershandto Hit\aucnaieccorraitiasaesiyems closely tied to 
hand. The beauty you can have during the action scenes. how well the 
of these sections | people of your 
is that, since land are doing. 


you reimmortal, the game doesn’t end 
if you lose all your “lives.” The only 
consequence is that you have to go 


__ back to the beginning of the stage. 


While the action mode is ex- 
tremely well done, it’s the simulation 


5 °838 


ec ar 
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During the simulation mode, you 
must protect the people from a few 
different kinds of monsters, but only 
the people themselves can eliminate 
them once and for all. If you direct 
your people to the monster’s lair, they 


Fase 


When people talk, gods 
should listen. Your 
people know best what 
their problems are and 
how to solve them, so 
be a benevolent deity 
and grant their re- 
quests. 


nme bushes. 


Direct the people to the monsters’ lairs, 
and they seal off the critters for good. 
Now you're free to help your people 
— and remember the better off the 
people, the better off the god. 
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ms Master. 
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In return for your help and guidance, 
the people give you offerings. Many 
of these, such as spells, can be Maser : 
dung Heachon se scenes. oo 


lly more than one path 
ction scenes, but there is 


form a sort of magic circle that de- 
stroys the creature. Concentrate on 
getting rid of the lairs as quickly as 
possible, not only because they pose 
a threat to the people’s health and 
safety, but also because chasing 


'o defeat thi: = oreathing griffin, stay on the lowest level, 
| er his fire, attack, then wait for him t to 


monsters is time consuming, and you 
have better things to do. 

Once the monsters are gone, use 
lightning to destroy the remaining 
trees and rocks, sunshine to dry up all 
the remaining marshes, and so on. 


This bonus sphere in stage 1 of 
Bloodpool contains a one-up. Grab it 
before you face the boss, and you’ve 
guaranteed that you can try again if 
you fail this time. Most action scenes 
contain strategic extra lives. 
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Then make sure your people are 
using every possible square foot of 
land. Your power level during the 
action scenes largely depends on 
your land’s total population, so it’s 
best to wait for the population to 


The Bloadibal wizard regs in pry oud cee in a 
center and wait for him, then zo his fireballs and get 
beneath him to attack. — 
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You can easily beat Kassandra’s giant 
ant-lion with two yellow star spells. If 
you don’t want to use magic, run uphill 
and stand between the rocks it spits 
out, the slide back down to attack. 


Let’s have a war! Having defeated all 
the demons in Bloodpool, the people 
find something else to fight about. 
Since there’s nothing youcan do about 
it now, go on to Kassandra and come 
back later. 


~ increase before going ontothenext — ent lands, the people also havesome __ though, because the people usually 
land, or even taking on the second __ special problem with which youmust _ tell you exactly what needs to be 


action scene for the land you cur- _—_ deal: For instance, a war may break _ done. If some horrible catastrophe 
rently rule. | out, or a plague may strike. Taking __ strikes and there’s no obvious solu- 
In each of the game’s six differ- | care of these problems is simple, tion, don’t worry — especially if 
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fan ander the boss of Kassanaled to lure it devin, then turn You can give the people of Marahna room to spread out by 
and attack. When it shoots fireballs, turn again and follow causing an earthquake. Return to Marahna later — the 
them — they become faces that must be destroyed. people will need your help again. 
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Aitos is plagued by these awful flying 
skulls. They are incredibly tough to kill, 
so don’t hesitate to use your divine 
arrows and a bombs. 


The boss of Margine.t is ouch. a 
under her until she tries to drop on 
you, then move out of the way, turn, 
and attack. Run away after two or 
three hits, or she attacks you where 
you stand. 


you've already beaten the second are suffering next door. ing. In fact, the only real complaint — 
action sequence in that land. Just Actraiseriseasilyoneofbestgames = youcan have about Actraiser is that 
moveontothenextarea,andsooner available for the Super NES. Its it doesn’t last longer. 
or later the citizens there give you. _ soundtrack is great, and it nicely bal- ; 

the means to help the people who ances action, strategy, and role-play- 
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The boss of Aitos isn’t difficult to defeatif youstandonthis | Theseiceblocksin Northwall’sstage 1 crumble underneath 
platform and don’t move — just keep swinging and turn to you, so don’t even try to kill the gargoyle. Jump over him— 
face the boss as it rotates around you. you'll be injured, but you won't land on the spikes. 
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The first boss of Northwall is easy to 
beat if you stand in this corner and 
keep swinging. The boss attacks as 
rotates around, but you can inflict more 
punishment than you take. 
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hat’s the best shooter for 
the Super NES? In the 
first crop of games, the 
contenders include 
Konami's Gradius III, 
Irem’s Super R-Type, Capcom’s U.N. 
Squadron, and Taito’s Darius Twin. 
Known as Sagaia on the Sega 
Genesis, Darius Twin is a full-speed- 


ahead,  blast- 
anything-that- 
ann 


moves Space 
ane 


shooter _ that 
keeps you on the 


DARIUS TWIN 


Danto, Koloba, Usankus, Vadi. 
Horolain, and more — a dozen plan- 
ets in all. 

Tostop them, you must fight your 
way from planet to planet until you 
reach the aliens’ main stronghold on 
Darius. However, that doesn’t mean 
you have to fight on all 12 planets. If 
you use the round-select screen be- 
tween stages, you 
can skip some 
worlds on your 
way to Darius. 

The path you 


edge of your seat. 
It offers every- 
thing you expect 
in a top-notch 
shooter: good 
graphics, fast ac- 
tion, scads of en- 
emies, plenty of 


Super Tip! Here’s how to start the 
game with 50 ships: First, plug in two 


controllers. On the player option 
screen, hold down the left and right 
buttons on controller 2, then press 
Start and Select at the same time on 
controller 1. You'll have all the ships 
you ever need! 


choose also de- 
termines which 
bosses you face. 
Each planet is 
guarded by a dif- 
ferent boss, and 
some are tougher 
than others. If you 


power-ups, and 
challenging bosses. The background 
music isn’t bad, either. 

As usual, your foes are evil space 
aliens ona rampage. This time they’ ve 
taken over the planet Darius and are 
invading nearby worlds, including 


can’t get by a par- 
ticular boss despite repeated attempts, 
you may be able to avoid him by tak- 
ing a different route. 

Your vessel for this dangerous 
mission is the Silver Hawk, a space 
fighter that’s at home in the skies and 


Killer Higia, the first- 
round boss, is easy to 
destroy. Stay at the 
extreme left and keep 
firing into his mouth. 
Dodge the brown 
missiles — they’re 
indestructible. 


ER STRATEGY 


Tom R. Halfhill 


By using the round-select screen, you 
can choose your path to the alien 
stronghold on the planet Darius. 
Sometimes you can avoid certain 
bosses that are giving you trouble. 


Two bosses guard planet Danto (round 
B)! But Emperor Fossil and Queen 
Fossil are easy to defeat if you’re pa- 
tient. Hide from them at the top of the 
screen and use diagonal shots. 


Watch out for this shark on the planet 
Koloba (round C). It keeps hatching 
baby sharks until it’s destroyed. The 
best approach is a close-range frontal 
attack. 
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The boss of planet Lankus is Demon 
Sword, a giant squid. If you don’t 
avoid his long-reaching tentacle, 
you're blown up, like this player. 
Move near the ceiling, then dive 
down and blast his lower body. 


i  Soas e 


While fighting your way through 
planet Lankus (round D), keep an 
_ eye on the bottom of the screen — 
_. large rockets try to catch you by 


surprise. 


more punch — and you get four-way 

diagonal shots, too. If yousurvivelong 
enough to reach the third or fourth 
round, the Silver Hawk becomes a fly- 
| ing ¢ arsenal. : 


shields i the 


Dual apa is the Pants Joleen boss of ene Padi eound If you take the alternate route to planet Rear (round F), you 
E). Shoot off his claws so they can’t chase you, then stay at face Dual Shears SP. This creature’s the white version of the 
the top of the screen and use diagonal shots to finish the job. round E boss. Luckily, the same tactics work here. 
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Aim your shots at the seahorse’s 
midsection, but avoid his tail! 


Dark Coronatus, a huge seahorse, is 
the boss of planet Narukini (round 
G). Powered-up shields area big help 


here. 
alien weapons, however, can pen- _alien fleet resembles a colorful zoo of The bosses are equally impres- 
etrate even the strongest shields to —_ mechanical sea creatures: sharks,an- __ sive. Some areas large as the entire 
destroy your ship. : gelfish, trout, squids, turtles, whales, screen! And most of them pack sur- 
Imaginative enemies areoneof lobsters, seahorses, jellyfish, hermit prises — hidden tentacles that dart 
_ thebest features of DariusTwin.The crabs, and even drifting seaweed. — outto grab you, or detachableclaws 


Red Mist is the boss of planet Sabia. He’s one of the toughest 
bosses. Maybe you're better off taking the alternate route 
to Narukini so you can fight Dark Coronatus instead! 
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underwater world — you should have powerful weapons 
and gold shields. 


r: 3 The only real danger on planet 


: Noemu is the diagonal scrolling — 

eosereses if you don’t pay attention, you may 

rey get trapped between a wall and the 
edges of the screen. 


i 


Planet Noemu (round J) is a fairly 
easy stage and a good place to collect 
power-ups for the battles ahead. 


that chase you relentlessly. Even Hyper Greatthing (a whale), and Su- Twin, wedon’t expect the American 
theirnamesareimpressive.Someof per Alloylantern (a huge lantern fish). versiontochange much. That’s good, 
our favorites bosses are Dual Shears Although this strategy review is — because Darius Twin belongs in the 


(a lobster), Full Metalshell (a turtle), based onthe Japanese version of Darius top rank of Super NES shooters. 


ig 
Seveeereres a MD 


oe © pegepeeeneneganeat <——~Saeeees. > a sas AS BSR a ” 
Full Metalshell is the boss of planet Noemu. Frontal attacks Watch out for these baby turtles! They emerge from hidden 
are dangerous — the turtle head suddenly shoots forward, hatches on both sides of the turtle shell. 


then launches needles toward the floor and ceiling. 
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This hermit crab and lungfish are 


two more old enemies from past 
rounds. 


Planet Darius! If you make it this far, 
you must fight some of the worst 
enemies from earlier rounds. Re- 
member these angelfish? 


HINT 


gat 
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Super Alloylantern, the Darius boss, fills the screen. You 
must circle around him to reach this position. When he 
spits blue fish at you, get in front and keep shooting. much trouble here. 


The final boss! Great Tusk isn’t as deadly as he looks. If you 
made it past Super Alloylantern, you shouldn’t have too 
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ore computer games 
than ever are being 
converted to video- 
games, and the time 
between the initial 
computer version and the videogame 
grows ever shorter. Drakkhen appeared 
for PCs just over a year ago, and now 
it’s available for 
the Super NES in 
Kemco-Seika’s 
handsome trans- 
lation. 

Fans of fan- 
tasy role-playing 
games (RPGs) 
should be pleased 
at how quickly 
Drakkhen arrived 
for the Super NES 
because it’s one of 
the best games in 
the genre — the 
computer version 
even won the 
coveted Beastie 
award from Dra- 
gon, a top KPG 
magazine. This 16-bit Drakkhen retains 
all the technical savvy, strong adven- 
ture elements, and outstanding graph- 


ics that made the PC game such a 
standout. The Super NES version is, if 
anything, even smoother and easier to 
play than the original. 

The storyline is typical of the RPG 
genre: Long ago, the world depended 
on the mystical power of dragons. But 
now the last dragon has been killed by 
careless humans. 
The god of this 
world creates a 
new world that’s 
part dragon and 
part human, and 
is divided into 
four regions that 
correspond to 
the four ele- 
ments of earth, 
wind, fire, and 
water. 

The drak- 
khens plan to de- 
stroy this new 
world unless the 
humans can pass 
one final test. 
Brave adventur- 
ers must be sent on a quest to find the 
eight jewels known as the dragons’ 
tears. Once the jewels have been found, 


J is elaborate, interest- 

ing, and easy to un- 
derstand. Strive for a 
balanced party — and 
=] be sure to include at 
least one spellcaster. 


“TOUEH Hr 


4 Character generation . 


tions at any time. This feature is typi- 
cal of the many thoughtful details 
incorporated into Drakkhen. 


appears without warning. He dis- 
penses hints, gives you news from 
other parts of the island, and tries to 
sell you items — some of which you 
should buy. 
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You find weapons and shields 
hanging on the walls inside the 
castles. Even though these look like 
part of the background, it’s possible 
for your characters to take them — 
the owners never seem to object. This 
is a great way to obtain better 
weapons and armor without having 
to buy them. 


the party of four must scour the is- 
land of Drakkhen to find the world’s 
very first dragon and ask him to 
restore magic to the universe. 


Wander over the 3-D landscape or view it from different 
angles. But be aware that the game progre | 
When day ends, the sun goes down and twilight descends. 
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The fantastic world of Drakkhen 
and its inhabitants is internally con- 
sistent and believable. The characters 
move in real time across a rounded, 


sses in real time. 
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Seek out Prince Hordtkhen. Despite 
his fearsome appearance, he’s not an 
enemy. He sends you on an errand to 
his sister’s castle, and you — if you 
know what's good for you — eagerly 
accept. 
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full-color, 


three-dimensional 


landscape. When their day ends, 
the sunset glows before twilight 


gradually envelops the land. 
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Monsters appear with little or no warning. Combat is 
normally automatic, but you get the best results if you often 
intervene to take control of individual characters. 


Free medical care — including res- 
urrection of dead party members — 
is available at the ANAK Ease 


The stars aren't always friendly — 
sometimes, a constellation turns into 
one of these savage flying beasts. 
You're better off running from them 
until your party has considerable 
power and protection. 


There’s a fairly elaborate musi- ofthe morethan 150 monsters seem to of them rather bizarre in their ef- 
calscore keyed tothe variousscenes make their own particular squawk or fects. A lot of thought, detail, and 
inthe game. The music occasionally _ shriek. creativity has gone into the 
even contains audio clues as to Armchair warlocks can play _ spellcasting aspects of the game. If 


what's about to happen. And most  aroundwith200differentspells,some fighting is more your game than 


“THRAS TS PRINCESS: 
HORDKHARY S CASALE] 
PRINCE HORDEKHENH’S 
TRAMP At TREK - 


When yousearch Princess Hordtkhen’s castle you decisis 


that she’s been abducted. Three guesses as to your next 
mission... 


luminated arrowheads form 
iat’s impassable until your 


“T’H A MAHDERING 
MERCHANT. HILL. rou 
Buy SOMETHING FROM 

You may encounter a wandering _ 

merchant not long after you leave _ 

the princess’s castle. Buy abowand | 


arrow from him and give the weapon 
to your scout. 
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magic, you'll find that the combat _ offers not only strange and wonderful tures designed to appeal to the wid- 
system is bloodthirsty enough to _ landscapes, but almost 250 different est possible segment of the fantasy 
satisfy even the most aggressive rooms and areas to be combed. role-playing market. 

monster-bashers. And if you like Drakkhen offers many hours of 


simple exploration, well, the game adventure and is crammed full of fea- 


If you touch the 


tombstones, this dog starts barking at you. _—_ Don’t try to cross this drawbridge until the circling shark 


Don’t stick around to pet him if you’re in the early stagesof has passed to the right side of the moat. He jumps. Really 
the game — beat a hasty retreat instead. high. 


1 


Sometimes levers and floorplates 
activate hidden doorwaysif youstep 
on them. However, when you step 
off or let go, those doorways close 
again. Split up your party and leave 
one character at the switch while the 
others go off exploring for the newly 
opened passageway. _ | 


Return to Prince Hordtkhen’s castle, and he equips 
you with new powers that help you rescue his 
sister. Walk past him into his private chambers to 


find strong armor. Don’t forget to read the message 
on the table. 


YOUR FEET. 
DOOR SEEMS 
OPENED soM 
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20,000 Mariner Avenue; Suite 
100; Torrance, CA 90503 Z 


There's a crypt in each castle. Be sure to read the inscrip- This castle drawbridge slams shut. To enter, you must have 
tions on all the coffins, or you might miss some vitalinfor- _ the experience to allow one member to use the Open spell. 


mation. __ Ifyou’re low on experience points, go fight some monsters. 
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of kill or be killed. 


Enemies, for ex- 
ample, break out 
of Haggar’ S holds 
or dodge his 
punches ift thee same move is repeated 
three times consecutively. To keep 
opponents off balance, mix up your 
moves. An effective combination is a 


Cody and Haggar each have 
an impressive arsenal of 
street-fighting moves. The 
two men are tough to choose 
between, but only one of them 
can face the Mad Gear gang. 


Hei gh+-5. 3ST 
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brute f ayemnes pile-driver wrestling : 


. game—it’s sacase 


However, de- 
pending on the 
character you're ~ 
using, there area 
few tricks which 
you can use to 
even the odds. 


| head-butt, he Pe af a — 


| 1 1, twirl into asu er-spin | to 
ane ane room quickly. The well- — 
= a button. configuration be- — 
4 ontroller_ and maneuvers rs al L 
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You jee in the shave of Metro City. 
Cody can shake thugs crowding 
around with a super-kick. Although © 
it doesn’t do a lot of damage, it gives © 
you time to regroup after an attack. 


Any good streetfighter knows to keep 
all his enemies in view. A quick 
shoulder-throw tosses this Axl goon 
back over with the rest of his buddies. 


The jump-kick is difficult to do, but it 
packs a wallop. Jump-kicks are par- 
ticularly effective in knocking back a 
group of Mad Gears — but only the 
best fighters can use it regularly. 
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lows you to accomplish a diverse 
range of moves in a fluid motion. 
The smaller Cody must use a 


variety of moves to keep larger en- 
emies like the Andores Brothers ata 


safe distance. A couple of knee-drops 
and a flying-kick usually knock out 
the worst Mad Gear offers. Cody is 


also skilled with a blade. The knife- 
totin’ opponents called “Hollywoods” 


usually drop their weapons after a 
few hits, so pick up these knives and 
do some damage. 


Crates and oil drums scattered 
throughout the ragged landscapes 
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To earn points for an extra life, you 
must completely demolish this poor 
thug’s car within the time limit. In 
Metro City, bashing is a citywide 
pastime — so have some fun. 
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Katana, who slings twin samurai 
swords, is the last opponent you face 
before climbing out of the subway 
tunnels. Use shoulder-throws against 
him, but don’t let him get up. If you 
don’t rush to finish the attack, he 
charges at you, swords in hand, with 
incredible speed and power. 


of Metro City contain specialitems appears after a brief period of time. Fighting tactics also include 
for points, power,and weapons.For The katana sword is Cody’s best keeping all your opponents on one 
Haggar, the best special weapon is | weapon—it’sevenbetterthanknives. _ side of the screen. If you’re skillful, 
the lead pipe. Whenever youfinda __ But, like the lead pipes, it soon dis- | youcanknocktheenemies off-screen 
pipe, use it quickly because it dis- | appears. to one side, too, and take them out 
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As you venture into Metro’s Park in stage 3, you can kick You should beware of Wong Who and his pals. Once these 
enemies behind you and knock down enemies in front of large fellas get moving, they’re difficult to stop. Usually, 
you with your punishing lunge — but it takes practice. they try to blindside you as they charge onto the screen. 


HS 
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Edi-E, a security guard corrupted 
by Mad Gear, is good with his 
nightstick and six-shooter. How- 
ever, Haggar’s trademark pile pokes 
driver can quickly end this public — 


disturbance. 
without suffering much damage. Final Fight isn’t a typical punch- 
However,some opponents—such — and-slash game. The graphics feature 
as the Billy Bullies — can ram colorful landscapes of a city in the late 
through your wall of punches. stages of ruin, as well as some of the 


side of the screen. 


From the water lapping underfoot to 
the trash drifting into the pier, there’s 
nothing like Metro’s bay area. Use 
Haggar’s back-drop on this enemy- 
infested dock to keep everyone on one 


largest characters outside the ar- 
cade. Digitized voices add a hu- 
morous punch to smooth fight 
sequences. 


With Haggar’s energy slowly dwindling, using strong 
mixing ina variety of moves keeps the Mad Gears guessing 
what you'll do next. 


While not as effective as some of Haggar’s other moves, the 
jump-kick is nevertheless a good technique to stun an 
opponent for a few vital seconds. 
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If you miss, however, Abigail gets 
red-hot mad and tries to pound 
you into the pavement. 


Abigail (and don’t make fun of his 
name!) is very difficult to defeat. 
As Haggar, your best move is to 
get in close and grapple for a pile 
driver. 


You occasionally find barbecue ribs or other 
special items inside the crates and oil drums 
that replenish your energy. Unless you're in 
immediate danger of dying, it’s wise to wait 
until after you've cleared the screen of en- 
emies to grab these items. 


33303 Scott Boulevard; Santa 
Clara, CA 95054 


Located before the final stage, the second bonus round In uptown Metro ii (level 5-2), be ae to twist into a 
requires you to ransack a warehouse. You get extra points super-spin to repel Wong Who and his cronies. You've got 
if you shatter every pane of glass within the time limit. another level to complete before you meet Belger. 


117 


‘gigi’ » B 9 
a’. 4 
7 a’ 


PER SrRATeew 


SUPE 
U.N. SQUADRON 


n a market cluttered 

with slash-and-blast 

games, it’s easy for a 

shooter to get lost in 

the crowd. After all, if 

you've shot and 
bombed one alien race into submis- 
sion, haven't you done itand seenit all? 
Not necessarily. 


Aslan, slowly taking control of the 
entire country. But now the U.N. 
Squadron is on the job. 

You begin U.N. Squadron with 
$3,000 and a choice. There are three 
pilots from which to select, each with 
his own specialties: Shin Kazama be- 
comes powerfulin the shortest amount 
of time, Mickey Scymon is an expert 


Capcom’s with special 
U.N. Squadron weapons, and 
isn’t your typical ann Greg Gates 


arcade-action 
game. Based on 
the popular Ja- 
panese comic 
book Area 3&3, 
U.N. Squadron 
juices up the 
shooter genre 
with great gra- 
pnics, silky 
smooth controls, 
and an element 
of strategy. 

A desert airstrip in the kingdom 
of Aslan is under attack. Just a scratch 
of asphalt in the sand dunes of Area 
88, this base is home to the U.N. 
Squadron — and it’s Aslan’s last line 
of defense. For a year, the forces of 
Project 4 have chipped away pieces of 


~~ HINT 


quickly recovers 
from battle dam- 
age. Your play- 
ing style dictates 
the pilot that suits 
you best, but if 
you're in doubt, 
Shin’s fast-rising 
firepower meter 
makes him a 
solid choice. 

The real stra- 
tegy is needed when you choose mis- 
sions and buy planes. Your initial 
budget only allows for the basic F8E- 
Crusader, and, from the special weap- 
ons menu, some cluster bombs. You 
can step up to more advanced planes 
after a few successful missions. There 
are eight aircraft in all, ranging from 


PLEASE stenosis reste 


TF ecient by mature Shin. 
“duickly masters most normal’ 
weapons’ 


Your tactical deci- 
sions begin with 
choosing your pilot. 
Each oneis gifted, but 
Shin Kazama has the 
capability to increase 
his Vulcan-cannon 


rating quickly. 


im ih 
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Richard Lashley 


To beat the missile-launching tank in 
Project 4, fly your F8E Crusader into 
the lower left, dodge the missile bar- 
rages, and blast the treads with your 
Vulcan cannon. 


When renegade fighters approach 
your base, it’s time to go to work. As 
this B-1 bomber drops onto the screen, 
stay behind it and sink some Vulcan 
rounds into the bomber’s thin armor. 


Stay close behind the Stealth boss and 
blast it with your cannon and a few 
cluster bombs. After you knock out 
one of its engines, launch a Mega 
Crunch to finish off this boss. 
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Wait until a boat launches a salvo, 
then drop behind the boat at wave-top 
level to attack. 


— 


— rasFer 
The battleship Minks is protected 


by swarming planes and missile- 
launching patrol boats. 


the rugged A-10A Thunderbolt to — million so you can afford the Efreet, | sions, you should save money by 


the Soviet-built F200 Efreet. the best plane. The Efreet carriesall11 = purchasing the bare essentials — 
Your ultimate goal — besides special weapons,aslongasyou’vegot — only the plane and special weapons 
survival — is toearn more thana$1 the cash to buy them. In earlier mis- —_ absolutely necessary for each task. 


Run a few passes to knock out the armored gun turrets. At the end of the ship, you find a floating weapon rack 
which partially refills your special weapons. Now you can 
concentrate your firepower on the bridge. 
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The Wolfpack Squadron, a mercenary 
force of stealth fighters, casually blips 
onto your base’s radar screen. Arm your 
F-20 with Phoenix and Bullpup missiles, 
then hit the skies. These Stealth fighters 
release lethal countermeasures behind 
them, so keep your distance and attack 
with Bullpup missile barrages. 


a 


— “Falcon 


Choose an F-20 Tigershark plane to 
go after the Seavet attack sub. This — 
plane carries not only bombs for the © 
submarine, but also an impressive — 
load of air-to-air Phoenix missilesto _ 
chase off the sub’s fighter escort. — 


bids Vou aid they load up sate 
conventional bombs and air-to- — cialty job as well. You! 
ground Falcons, but you don’ t need level pile ile cn Mes L 
them oe one a a 


ae oar you pais y agains 


Ries’ 
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Your next mission sends you to raiteaicke a desert-based end The land carrier’s only eae spot is this protruding missile 
carrier. With an F-20, you can use Phoenix missiles to attack launcher. Stay low on the far right and, as the launcher rises 
ground targets while dodging hostile planes. to fire, pound it with bombs. 
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The Soviet F200 Efreet is the most 
expensive — and the most powerful 
— plane available. 


Expect attacks from camouflaged 
positions on your approach to the 
Forest Fortress. Although the A-10 
tankbuster is best in this stage, the F- = = 
14’s agility enables you nimbly to 
evade the missiles that climb into the 
skies after you. 


clumsy, yet heavily armored A-10A U.N. Squadron isa sharply pack- gamedesign make this a nice addi- 
Thunderbolt is ideal for this mis- aged gamewithenoughbangtocom- _ tion for your hangar. 

sion. However, youneedmorethan pete with the best of videogame 

$300,000 to buy it, so plan ahead. shooters. Exciting graphics anda solid 
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But if you saved your money during most of the missions, The weapons systems of the Efreet comes in handy in 
the Efreet can be yours. Project 4’s cave base. Stay in the middle so you won’t get 
pinned to the floor or the ceiling by enemy fire. 
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The F-20 Tigershark works well in the 
canyon mission. There are lots of nasty 
surprises waiting for you in this val- 
ley — such as these turrets mounted 

on stone towers. Stay to the far left 
Tarp 


i teat ; AA ARARARARAARAS AAR SE and destroy these guns before flying 
= ARR past them. 
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To reach the cave boss’s weak spot (a 
glowing dome), switch to your Efreet’s 
sail missiles. They fire upward and can hit 
the dome while you deal with enemies on 
the cave floor. 


ann 
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7 Capcom 


— 3303 Scott Bivd.; Santa Clara, 
CA 95054 


The canyon boss, a sleek SR-71 Blackbird, is loaded with The Efreet.is the only choice for the last mission. To hit out- 


anti-aircraft weaponry. This battle requires a full load of of-reach turrets, use the diagonal fire of the Gunpod. Oc- 
special weapons and a fly-by-the-seat-of-your-pants attack. casionally, you also uncover hidden weapon racks. 
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ADVENTURES OF LOLO III 


otund couple Lolo and 
Lala conquered the 
Haunted Castle and 
freed their people from 
the clutches of the evil 
King Eggerland in two earlier adven- 
tures. Now the dynamic duo are at it 
again in the Adventures of Lolo III—the 
newest chapter in the popular puzzle 
game from HAL ) 

America. 

The wicked §& 
kingis back. This 
time he’s cast a | 
spell on the vil- 
lagers and has 


The object in this game is just like 
that in the earlier Lolo adventures. In 
each room, you must pick up all the 
heart framers in order to opena jewel 
box. When you grab the jewel, the 
exit door unlocks and you advance to 
the next room. 

The first two levels of the game 
allow you to get acquainted with the 

, we enemies you 
must face and to 
master some of 
the simplest 
moves you need 
tosolve the puz— 
zles. If you have 


turned them all 
into stone. Our 
heroes were 
away from Eg- 
gerland during 
the attack and 
escaped the spell. 
Now they’re the 
villagers’ only 
hope of rescue. 


You must help Lolo and Lala 
search a 17-level maze of 100 brain- 
teasing rooms, find King Eggerland, 
and force him to remove his wicked 


spell. 


‘can ‘te piste MRS to harks en- 


emies | or open paths. If you ay egg 


nds to its Ri een She pote 
tion. In some of the advanced rooms, 


it’s vital to blast the characters while 
they’re eggs so you can conserve your 


limited magic shots. 


any trouble in 
these early lev- 
els, stop by one 
of the two big 
trees on the 
overworld map 
and pay Grand- 
pa a visit. He'll 
teach you valu- 
able skills and 


techniques. Listen to him carefully — 
if you don’t need his advice now, you 
certainly will on the higher, more 
difficult levels. It may take all day to 


figure out how to clear a room, but 


W The evil King Egger-— 
i land is back for a third 
| confrontation with Lolo 
| and Lala. This time the 
| king has turned the 
| citizens of Eggerland to 
| stone, andonly Loloand 
| Lala can save them. 
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Stopping by the trees near the village 
to visit Grandpa saves you some time 
and frustration in your adventure. The 
wise old man can teach you some 
valuable skills. 


er ee ee ee ee 


The rooms on the first two levels are 
relatively simple compared to the rest 
of the puzzles. Use them to practice 
the basic moves of the game. 
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To get to both the heart framer on the 
bottom right and the jewel box on 
level 1-5, use your magic shots to block 
Medusa with Alma and the Leeper. 


In level 2-4, use Snakey and Gol to 
block the Skulls in their rock rooms. 
Make sure Gol is facing into the hole 
(and not out on the passage) or you'll 
get burned going for the jewel box. 


On level 2-1, move Snakey to the left 
to block Medusa. Then position Gol 
just above the heart framer on the left 
side of the screen so he can’t breathe 
fire in your direction. 


remember: Each puzzle has at least things you encounter are new to this to trap enemies dead in their tracks. 
one correct solution. adventure, butsome have been around The assorted critters, on the 

You encounter many things —_as long as Lolo. Emerald framers are _—_ otherhand, are harderto distinguish 
along your journey, including one of the most useful items in the as friends or foes when you begin 
valuable items, helpful friends, and game. You can move them around the Lolo III. Snakey, the little green guy 
annoying enemies. Some of the screen to protect you from attack and you encounter in the first room, 


Level 3-2 is one of the first rooms that requires serious On level 3-4, use magic shots to turn two Snakeys into eggs, 


thought to master — but solving it is just a matter of taking then shoot them again when they’re in egg form. If you don’t, 
the right heart framer first. you won't have enough magic shots to clear the room. 
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Level 3 begins in the tower on the left 
, ) and ends in the tower on the other side 
~ = oe = of the chasm. Ride the rainbow across 
“a «; . Te we the gap to complete the level, then 
move on to the caves in level 4. 
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To clear level 3-5, watch the paths the 
Almas follow, time your moves just 
right to stop them in their tracks — 4 : me — bate bate 
and save the heart framer closest to i ee, ee a is = ae 
the jewel box for last. 2 7 : =. 3 ~— 


turns back and forth constantly, is taken, then awakens and shoots a Rocky looks like a toaster and 
watching your character. He’s deadly fireball—butonlyinthedirec- rumbles slowly around the screen 
harmless,and canbe very usefulto __ tion he’s facing. Try to push his fire- _ until he closes in on your character 
block shots or corner enemies. breathing mouth against a wall or (youcanchoose either Lolo or Lala). 

Gol looks like a pink dragon. block it with an emerald framer so Then he speeds up and moves in for 
Hesleeps until the last heart framer you're protected from the flame. the attack. If there’s more than one 


y 
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Level 3-7 looks tricky, but it's simply a matter of pushing Youcan play as either Lolo or Lala, but you must keep your 
the emerald framers up to the trunk, then moving on top of wits about you either way. Here, you won't survive level 3- 
them to push them back down to the bottom. 8 unless you block Don Medusa with emerald framers. 
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direct hits eliminate him. 


Rocky on the screen, be careful not 
to get trapped in a corner — they 
can catch you quicker than you can 
say “burnt toast.” 

Medusa might be your most 
dangerous foe. She can attack in a 
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You face a giant Snakey at the end of 
level 4. Run around the outer edges 
of the screen, then stop to fire as he 
slowly follows your path. Several 
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straight line from all four directions 
and has a tendency to blend into the 
background. Look carefully for this 
enemy before you make a move. 
Puzzle lovers and game players 
of allages should enjoy this latest Lolo 


On level 6-5, play a waiting game with Rocky untilhemoves This is the first 


into position to block Medusa’s shot — then dash for the 


jewel box. 


the start of level 


126 


jump into position and fire. 


A giant Alma rolls directly at you 
toward the end of level 5. Stay near 
the center, but move just enough not 
to get flattened. When Alma stops, 


adventure. Colorful, charming 
characters, nonviolent game play, 
and a simple story make Lolo Ill a 
good choice for youngsters to play 
with their parents. 


Lolo adventure with underwater levels. 
You end up in the drink on your way to the Lake Castle at 


2. 


Playing underwater won’t take any 
sting out of Gol’s fireballs, but keep in 
mind that he only shoots in the di- 
rection he’s facing. If you’re far 
enough away, you can move faster 
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You must explore four undersea pyramids 
as you begin your underwater journey. The 
Mobies you meet in level 11-2 are new to 
this game, but you'll find them as friendly 
as the above-ground Snakeys. 


When you block enemies, make sure you don’t 
move an emerald framer in front of the exit door 
— it’s easier to do than it sounds. When you grab 


the gem from the jewel box, all the characters 
disappear from the screen, but the emerald framers 


remain. If you find it’s necessary to put something HAL America 
in front of the door, move a character instead of a 
framer. 7873 S.W. Cirrus Drive; 


Beaverton, OR 97005 


—— eee ee 


Your battle with King Eggerland is fierce and fiery. As Lolo and Lala return to the village to find that the spell over 
fireballs rain down on you, destroy the ones headed your the citizens of Eggerland is broken. Looks like the tubby 
way. When the king gets close, fire at him repeatedly. twosome are heroes once again. 
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ou don’t have deja vu 
at the beginning of Deja 
Vu. In fact, you don’t 
even know your name! 
All you do knowis that 
you've awakened in a restroom stall, 
witha splitting headache anda needle 
mark on your arm. 


ever drugged 
you probably has 
something even — 
more unpleasant | ~ 
in mind. You 


But you get the aaa. that who- 


DEJA VU 


door inthe basement. Out on the street 
in front of the bar is a big, black 
Mercedes — be sure to search it, too. 
As explained in the manual, you 
must Open any object before its con- 
tents can be Examined. This includes 
desks, wastebaskets, wallets, file 
folders, and books. You can carry an 
unlimited number of items, so go 
en ahead and Take 
everything. In 
the course of the 
game, you finda 
number of dif- 


must stumble to 
your feet and try 
to piece together 
what’s going on 


Ve hold off the armed mugger 


with your fists — for a while. But after 


he’s been given two black eyes and a 
: se = he gets really mad. Slip him 20 


ferent keys, let- 
ters, and notes, 
so it might help 
to write down 


— before it’s too 7 @ 
late. 

The instruc- 
tion manual provides you witha short 
walk-through that helps you leave the 
stall and step into the bathroom. Be- 
fore long, you realize you're in Joe’s 
Bar. The bathroom is the least interest- 
ing spot in the place, so explore the 
rest of the joint. There are lots of routes 
through the building — in addition to 
the stairs, don’t neglect the fire escape 
or elevator, and watch for a “secret” 


he shoots you in cold 


What each of 
them are as you 
pick them up — 
otherwise, you're likely to get con- 
fused when you must scroll through 
several pages’ worth of goods. By the 
time you leave the bar, you should 
have a couple of names to check out: 
Joey Siegel and Dr. Brody. 

Leave Peoria Street and hop in a 
cab. Although you can’t get into Dr. 
Brody’s office yet, you can get into 
Joey Siegel’s apartment. AtJoey’s place 


Dazed, drugged, and 
desperate, you take a 
look at yourself by 
Examining the bath- 
room murror. It does- 
n't help — you still 
don’t remember who 
you are. 


Jeff Lundrigan 


And you thought you were having a 
bad day! Well, you mightas well search 
the pockets of this unfortunate corpse, 
and his desk, too. You canalso explore 
the fire escape by opening the window. 


The people who hang around in this 
building don’t have much luck, do 
they? The medicine bottles are empty, 
but searching the wastebasket turns 
up something useful. 


— 
T 


IF’S ® SLOT @RCHINE. wRnnA 
The slot machine is in working order, 
so play until you hit the jackpot. Now 
you're able to afford all those taxi 
rides. If you start to run out of money, 


go for another jackpot. 
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The deepest part of the sewers is a great 
place to dump things you never, ever 
want to be found again — like a certain 
gun with your fingerprints on it. 


you find the first in a series of clues, 
each of which leads you to another 
clue. Hope that you’re well rested — 
you ride that cab all over town, 
ending up back at Joe’s Bar with the 


Here’s a good reason to save your game often. You never 
know when you might end up joining the choir invisible. 
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combination to the office safe and a 
key to the trunk of the Mercedes. 
After looking through the safe and 
trunk, you're ready to takea cab to Dr. 
Brody’s. He’s got a half-dozen differ- 


is 


Uh-oh — a sewer-gator, and it’s a big 
one! Unless you want to be the main 
course of its lunch, use your .38 to 
blast it between the eyes. 
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ent medicines, but only two are of 
any use to you. One of these restores | 
your memory. 

Back at Peoria Street, you can | 
administer a little medical persua- 


UNDER THE HOOD. SOMETHING 
TO EVEN THE SCORE. IT GOT A 
LEITFILE SURPRISE In FY 
PURSE TO!, Too 


Perhaps if you could remember who this woman was, you 
could talk your way out of trouble. But since you can’t, clip 
her with a right cross, grab her purse, and beat it. 


are a 


vee 
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sion to get the reluctant Mrs. floor is of any help. The remaining 
Sternwood to talk. Then it’s back in pieces of the puzzle are on the second 
the cab to head for the address she floor. As the story falls into place, 


that 


There’ 


The West End Armsisa very exclusive 
place to live. The card in Siegel’s wallet 
lets you into the elevator. 


= ' 2 


BUT SHE ALSO TOLD Fe IT 
BRS WROTG TO Kitt. St FUST, 


vee 


Although you can overcome most 
characters by hitting them, there’s 
always an exception. Give this guy 
what he wants, or he’ll pound you 
into hamburger. 
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First, however, take a good look 
at the evidence you’ve compiled. 
Some of it makes you look guilty, 


gives you. Sternwood Mansionisn’t you’realmostreadytogotothe police | andsome of it might make it look as 


big, and nothing onthe ground ~ with the whole sordid tale. if you're the one doing the framing. 
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s only one clue in Siegel’s apartment: Look very This low-ren 


t bungalow is locked tight, but it’s deserted, so 


closely at the photo on the mantlepiece. The clue here is all nobody will notice if you shoot off the lock. 
you have to go on, so head downstairs and into the cab. 
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tions, head back to Joe’s Bar. 


Take a few minutes to get rid of any 
false clues. 

Now turn the evidence over to 
the cops and mark this one “Case 
Closed.” If you’re an ace detective, 


Since Dr. Brody’s medicines caused your amnesia, there 


There are more clues inside the bun- 
galow, including a diary that makes 
very interesting reading. Once you 
have the diary and the safe combina- 


you've cleared your name within 24 
hours. It’s just another day in the life 
of Ace Harding, Private Eye. 

Deja Vu retains much of the com- 
plexity of the original computer game. 


What’s Mrs. Sternwood doing in the 
Mercedes’ trunk? She’s gagged and 
unconscious, so she can’t talk — and 
it’s a cinch you can’t move her. Go to 
Sherman Street instead. 


Like Shadowgate, it doesn’t offer 
much in terms of graphics, but if 
you enjoy scavenger-hunt myster- 
les, Deja Vu is a game after your 
own heart. 
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| STRNDING INSIDE THE 


| DFFICE. 


should be a cure in his office. Shoot open his file cabinet to too — but you’d 


13] 


Your files are interesting, but one folder is a fake. 


The same key that opened Dr. Brody’s office opens yours, 


better take care of whoever is inside first. 


- BONE WITH THE WInD.~ 


So this is where the Sternwoods live 
—anice little shack, huh? Check the 
mailbox before venturing inside. 
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With this last piece of evidence in hand — and all the false 
clues burned or dumped — it’s time to call on Chicago's 
finest. 


Upstairs are a pair of bedrooms and 
two partners in crime. The nightstand 
has a memo pad with some indenta- 
tions. Use the pencil on it to reveal 
what was written. 


RERORAL BERBER SAARI 


SS. 


Kemco-Seika 


20,000 Mariner Avenue; 
Suite 100; Torrance, CA 90503 


ACE HARDING'S FY PONIKEE. 

THE fEXT CeSE 15 FUST 

RRM THE COREE. 
Sure, they thought they had the perfect plan and the 


perfect patsy, but they forgot one thing — even with no 
memory and no plan, Ace Harding never takes the fall. 
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ife was once simple for 


And even more unfortunately, no 


a journeyman hero 
such as you. You'd go 
toakingdom, check out 
the local calamity du 
jour, offer your services, then proceed 
to save the day. And you thought 


sooner do the Farians’ digestive tracks 
settle down than you find out that you 
haven’t rescued the princess at all — 
you've rescued the evil magician in 
disguise. He wastes no time in steal- 
ing the kingdom's ancient scrolls and 


Faria would be 
more of the same 
— but you were 
wrong. What 
seemed to be a 
simple princess- 
kidnapping turns 
out to be much 
more. 

In Faria, you 
must not only res- 
cue the fair prin- 


nue 


"HINT 


Make sure you visit the Goddess of 
the Lake. Look for her in southeast 
Faria, at the north end of a lake near 
the town of Somusa. If you drop a 
regular arrow in the water, the god- 
dess gives you a golden arrow in re- 
turn. 


sending you on 
your next mis- 
sion. 

You recover 
the scrolls and fi- 
nally defeat the 
wizard. But, as 
you might expect 
by now, he’s not 
exactly defeated 
— just before his 
body breathes its 


cess from an evil 

wizard who is 

holding her within deadly Gelve 
Tower, but you must also perform 
numerous tasks for the citizens of the 
kingdom. For example, the town 
throws you a party when you rescue 
the princess. Unfortunately, they serve 
bad caviar, resulting in food poisoning. 
You must find the medicine to cure 
the victims’ stomachaches. 


Something ominous 


Is On the oir. 


The rrorhecy 


last, he manages 

tO possess a 
mighty dragon, which, of course, you 
must also fight. But before you can 
battle the dragon, you must take a 
detour to Skyworld, a dreamlike land 
of billowy clouds. You don’t want to 
waste much time in Skyworld. Just 
grab the magic rope you need for the 
final stages and beat a hasty retreat. 


This prophecy is prob- 
ably the understate- 
ment of the year. The 
wizard’s influence over 
Faria results in steady 
employment for you. 


mst have become a realits. 
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Gary Meredith 


Iv Sa sood idea to locate all of Faria’ S 
inns, since you save your games by 
stopping in one of them. 


an 


— Fhe benevolent 
s Sorcerers created a 
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The benevolent sorcerers created the 
dragon to fight for Faria, never imag- 
ining that the giant beast could be 
turned against them. 
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Traveling to the various Farian towns 
is simple — but you'd better be armed 


before you venture outside Ehdo’s city 
limits. 
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In the weapons shop, purchase the 

best weapon you can afford. Until 

Se youcan buy some armor, you must 

i" 21 sive wou 400 soit rely on your quickness and skill for 
ey + om 

for your exrenses. ee defense. 


Pleese brins her back 


eegiqoeceese 


One hundred pieces of gold may 
seem like a reasonable payment for 
the task at hand, but you soon 
discover that questing is an ex- 
pensive proposition. 


rr 


welcome. 


Throughout Faria, expect these tures — and there is some surprising pieces of gold! (Doesn’t he know the 
side trips. If you’re not facing man- news as well. Before long, you find cost of weaponry, magic, and food 
eatingelephants, you’remeetingthe — out that you're a heroine, not a hero. these days?) Fortunately, you can 
waterlogged Goddess of the Lake. For all this trial and tribulation, go out into the countryside and line 
There are some surprising adven- the Fariankingis paying youonly100 your pockets with gold from en- 


The princess awaits rescue inside the forbidding Gelve The further you progress into the tower, the more numerous 
Tower. While you’re looking for a way inside, try leaning the wizard’s creatures become. Fortunately, you can avoid 
against that statue. most of them if you don’t want to fight. 
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The princess is rescued from Gelve 
Tower, but when you return her to 
the king in anticipation of marrying 
her, a shocking discovery is made. 


Bombs are some of your most ef- 
fective weapons, but they’re tricky 
to use. Make sure you allow for 
both the movement of your enemy 
and the trajectory of the bomb. 
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Princess: “tho «ere eee 


you?” 


- hf al 


emies you eres honestbettes sities must be purchased. Bombs, for __ investing in a good suit of armor. 
Don’t hesitate to do this because _ instance, are almost required weap- Although you havea map of the 
you need as much money as you "ons in some later stages — especially kingdom, you need to draw maps 
can get. when you're battling a boss. And as for the various towers you enter. 
Although you can find a few your enemies grow more powerful The towers may not look imposing, 
valuable items, most of your neces- and sophisticated you should consider but each has several levels, and it’s 
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Please defeat the 


Pye 


man-eating elerhant on 
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the nearby island. 
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When the Farians hear that a hero is in their midst, they Taking on the man-eating elephants is tough because you 
begin to flood you with requests for help. To get to the don’t have much room to maneuver. Stay away from the 
island of elephants, you must first acquire a letter. beasts and use your bow and arrow. 
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The food-poisoning remedy can be 
found in Riria. Although the bridge 
is out, the magical seed you find 
after defeating the scissors-monster 
can quickly fix it. 
eae 
No, thisisn’tan audition fora local 
production of Edward Scissorhands. 
Again, your bombs are your most 
effective weapons. 
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quite easy to get lost in the corri- If Faria looks a bit dated, it is. The stood the test of time quite nicely. 
dors. Note where you find certain original Japanese version was mar- Even if the graphics aren’t up to 
items, so that if you were carrying — keted around the time The Legend of — today’s standards, the game is very 

| too much when you first found Zelda went onsale in North America. playable, and the storyline keeps | 

| them,youcanreturnforthemlater. ButFariaisaninvolvinggameandhas you guessing. / isi P 
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The heat costs 20 Did vou know that 


GOLD. someone saw = woaddess 

in the lake nearby’? 
Even with a letter of passage, you still must cough up 20 OK, so you ve finished another quest. And what happens? 
gold pieces for each boat ride. The captain is much more You come back to find that the king has become a hardened 
accommodating when he sees the glint of your money. man. 
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Don’t be too smug after you ve 
killed the wizard. Before his body 
breathes its last, his spirit hightails 
answerins me honestisu. === it to a more impressive and in- 

Tees a timidating home— the legendary 
dragon. 


FREE Te err r= ret 


I shail hequeath uron 
wou =a Goiden Arrow? 


The golden arrow is an important 
acquisition, so it’s vital that you 
find the mystical Goddess of the 
Lake. 


“HINT 


When you land inSkyworld, travel northeast 
until you find two holes. Jump into the hole 
on the right and you'll find the magic rope. If 
you jump in any other hole, you warp back to 
the beginning of Skyworld. 
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You're back on the right gender track after defeating the Finally, an end to the constant questing. You might want to 
wizard, but you must still face the dragon. If you don’t have hit the trail before the king cracks open another tin of 
the legendary sword by now, this could be a short battle. caviar. 
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ISOLATED WARRIOR 


an,a planet ina distant 
galaxy, has been at- 
tacked by anunknown, 
unfriendly, alien force. 
The invaders have 
powers that enable them to destroy 
the planet — consuming all machines, 
buildings, and living things. Although 
the people of Pan evacuate the planet 
to escape de- 
struction, one 
soldier, the cap- 
tain of the army, 
stays behind to 
fight the alien 
invaders. 

Max Maver- 
ick is the Isolated 
Warrior who 
takes on the en- 
emy alone, 
armed with only 
a gun and any ammunition he can 
pick up during his journey. In this 
latest game from NTVIC, you control 
Max as he fights through seven levels 
of damage zones and alien enemies in 
his quest to save the planet. 

In the first six stages of the game, 
you travel by three modes of trans- 
portation: on foot, ina hovercraft, and 


ann 


“HINT 


on a motorcycle. While this variety 
may seem useful, you’re not free to 
choose the transportation— it depends 
onthe stage. The seventh stage is billed 
as a special level for highly skilled 
players. But unless you’re a game- 
playing whiz, don’t count on reaching 
the seventh stage. You must fight 
through the first six levels without 
using the con- 
tinue option to be 
eligible for this 
bonus level. And 
that’s tougher 
than it sounds. 
You can 
choose from two 
firing modes, but 
that doesn’t add 
up to a lot when 
alien battle for- 
mations come 
from all four sides of the screen. In the 
spread-fire mode, you can shoot in 
increasingly wider directions as you 
pick up special items in various stages. 
At its maximum strength, spread-fire 
allows you to shoot in five directions. 
The focus mode of firing should be 
used to shoot aliens that attack from 
the rear, and at the larger enemies you 


The alien invaders 
attack slowly at first. 


the lull in the action 
to study their battle 
formations and plan 
your strategies. 
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Take advanta ge of 


Lisa M. Bouchey 


If you pick up a barrier item, a shield 
forms around you that protects you 
from five alien attacks. During the 
fourth attack, the barrier blinks to warn 


you that the protection is weakening. 


When you go to battle against this 
enemy in level 1, watch out for mis- 
siles. Unlike most enemy shots that 


whiz by and disappear, these attack 
over and over. 


There are several damage zones to 
avoid in your travels. If you enter 
these areas, OL caught between 
buildings, or fall offa cliff, you lose life 
points. 
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When fighting the boss of scene 1, 
stay near the bottom of the screen, 
jump from side to side, and fire 
continuously. This alien is flexible 
and can stretch farther than you 
would expect. 


face toward the end of each stage. There are items that increase your 


The hovercraft is the transporta- 
tion of choice in level 2. Most of 
your time in this stage is spent in 
dogfights with the alien invaders. 


increases your spreading beam by 


At its maximum, the focus fire firepower scattered throughout the one block, just as picking up three 


shoots three beams forward and levels of the game. Picking up three 


“L” icons boosts your focusing 


two beams back. “W” icons in each stage, forexample, | power by one. Bomb icons build up 


In this scene, shoot at the faces in the blocks to get to the real 
enemy. When a face is eliminated, a serpentlike creature 
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One of the best graphic scenes is the swaying bridge 
sequence in level 3. It could be an illusion — or you could 
plunge to your death if you take a step at the wrong time. 
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When you're riding the motorcycle 
in level 4, you can do a wheelie to 
jump over obstacles. While you’re 
performing a wheelie, you can’t be 
damaged by crashing into the en- 
emy, but youcan be hit ~4 —e fire. 


The only way to defeat the boss in 
level 3 is to shoot at the glowing 
orb in the middle of his expand- 


ing brain. 
= 
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the destructive power ofyourarse- _ produces a protective shield around _ provides enough challenge to keep 
nal, and bullets increase the num-  _—_—- you. The barriersheltersyoufromfive — you on your guard for all six (or 
ber of bombs you have stockpiled. alien attacks, then vanishes. Not a seven) levels. The early stages are 
And picking up a barrier icon game for beginners, Isolated Warriors relatively easy since they prepare 
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You can fire only one beam forward until you pick up "L" Picking up three “W” icons in any one stage boosts your 
power-ups, but at its maximum, the focus beam shoots spread beam by one. At its lowest level, it can fire in one 
three rays forward and two back. direction, but you can expand it to fire in five. 
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Other items earn bonus points for 
your total, add to your arsenal, or 
help you recover from injury. 


Each bomb, represented by the “B” 
icon, has different powers and de- 
erees of destruction. 


you for more advanced alien at- Compared with other arcade action isn’t quite fast and furious 
tacks and difficult terrain. Thelater games of the alien-invasion variety — enough to take up the slack. 

levels will have even experienced _—_ (suchas Solar Jetman), the graphics in 

players scrambling to keep up. this NIVIC game are bland, and the 
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When these aliens in level 5 attack ina whip formation, stay 


Pick up the “S” icon to increase your speed. Some of the 
to the left and you'll escape the brunt of their attack. 


enemies in higher levels are pretty quick on their toes, so 
speed can only help your cause. 
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Some enemies attack in a straight-. 
line formation, blocking your path. 
Others lunge at you from the sides 
of the screen, while still others try to 
sneak up from behind. 


The aliens guarding the boss’s strong- 
hold at the end of level 5 are tougher 
to beat than the boss. Get by their 
defenses and the boss crumbles under 
your attack. 


HINT 


NTVIC 


50 Rockefeller Plaza; Suite 940; 
New York, NY 10020 


a ———<—=e 
The enemies in level 6 are tough, but if you’ve made it this 
far, your special-forces training might have prepared you 
for the bonus challenge of level 7. 
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The alien with the spring arm really packs a punch. 


his well-designed arcade 

adventure is set in the 

late 22nd century, during 

an era of peace, justice, 

and order brought about 
by the Master Computer, which now 
runs the entire planet. Thanks to the 
computer's knowledge and impar- 
tiality, mankind is finally enjoying a 
Utopian exist- 
ence. 

But in the 
year 2191, alien 
terrorists seize 
control of the 
Master Com- 
puter and bring 
the progress of 
civilization to a 
screeching halt. 
The only hope for 
restoring order 
and bringing the 
Master Com- 
puter back on- 
line lies with 


NOVA, the Master Computer’s chief 
security officer. 

As NOVA, your mission is to 
reach the “brains” of the computer 
and restore control. To do this, you 


HINT 


POWER BLADE 


must reach six data bases located in 
six different sectors of the computer's 
complex. Once inside each sector, you 
must locate the agent for that sector 
and obtain an I.D. card which allows 
you to enter the security rooms outside 
each data base. Once inside, you must 
fight a powerful guard in order to take 
possession of a tape unit. 

Once you've 
collected all six 
tape units, you 
must enter the 
control center for 
the Master Com- 
puter, battle the 
most powerful 
euards of all, and 
finally regain 
control of the 
computer. You 
can’t enter the 
master control 
center unless 
you've gathered 
all six tape units, 
but you may start out in any one of the 
sectors and work through them in any 
order you wish. 

Your main weapon is the Power 
Blade, a boomeranglike device that 


You can clear the 
sectors in any order 
you wish, but you re- 
ally don’t gain any 
advantage by not go- 
ing through the sec- 
tors in numerical or- 


der. 
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Seek out the power suit in every sec- 
tor as soon as you can. There’s one 
(occasionally two) in each sector, and 
they’re randomly placed. 
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It’s easy to spot your contact in each 
sector — he or she waves desperately 
to get your attention. 


Be sure to pick up star bonuses 
whenever they appear — they con- 
siderably increase your throwing 
power. 


oe os 


Your energy tanks look like this. 
= There’s usually only one — and 
,=3 never more than two — hidden in 

, tl each sector. 


This overhead laser turret is invul- 
nerable, so don’t waste time trying to 
destroy it. Instead, run for the ladder 
on the other side. 
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responds only to your control. The | boomerangs of greatly increased you're wearing a metal suit for 
power of your throw depends on — power—as wellas power-up bonuses protection. 

the amount of strength showing on that give you control of two, even Power-ups are scattered liber- 
your power meter, but you can ob- three, boomerangs at once. You can ally throughout each sector, but you 
tain Boomer 2 and Boomer 3 — _ wield the Power Blade only when must collect them quickly or they 
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Don’t confuse this hamburger with the power suit — the The boss of sector 1 isn’t hard to kill. If he gets too close, 
colors are different even if the graphics are similar. Grab the jump over him and shoot from the other side. 
burgers for extra energy. 
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The power suit in sector 2 is located 
inside the first building you reach 
after crossing some scaffolding. Take 
the first ladder down and walk to 
the right. 
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Once each sector boss has been dis- 
patched, you can disarm the control 
unit for that entire sector. 


singe 


vanish from the screen. In each sec- Other bonuses include stars, your timing), and hamburgers — 
tor, there is one — and only one which double your boomerang- _—_ gobblethemdowntorecharge your 
energy tank which restores all your —_ throwing power, grenades to clearall energy meter. 

power levels totheirabsolute maxi- enemies off the screen (only four of Making things even more chal- 
mum. them per sector, however, so watch lenging, there’s a time limit for 
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This area is tricky. Before you advance, use diagonal You can delay the fall of these crushing traps by hitting 
boomerang throws to destroy all the bats. If you don’t, they them with boomerang throws. 
soon swarm over you like flies on a sugar bowl. 
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Here come the walkers! Remember 
toshoot them the instant they lumber 
into view. 


clearing each sector. In the normal 
mode, you have 999 seconds to 
complete each sector, while on the 
expert level you're allowed just 300 
seconds — a challenge for even the 
fleetest-fingered game player! 


is remaining. 


ce 


wall. You’re able to jump through the wall to the right and 
enjoy a major shortcut to this sector's exit. 


There’sacounter visible on the screen, 
so you always know how much time 


Power Blade is a sleek techno- 
thriller in the classic running-jump- 
ing-fighting style that’s a Nintendo 


Your energy tank for this sector is 
located just beyond the last of the 
walkers. 
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mainstay. Taito really knows how 
to design this kind of game, and 
players who thrive on having their 
reflexes challenged to the utmos 
will get their money’s worth f 

Power Blade. c 
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To beat this boss, stand in front of him and keep shooting. 
When he rolls through the middle, jump. Your energy tank 
should be full (or close to it) before this battle. 
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Just past your first zombie en- 
counter, you find the contact agent 
for sector 3. 
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The zombies don’t really die — ihieg 
just fall into a pile of bones, then 
reassemble and come after you again. 
Knock them to pieces, then quickly 
move on before they can revive. 
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Taito 


390 Holbrook Drive; 
Wheeling, IL 60090 
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The sector 3 boss is easy to defeat. Have your boomerang The boss of sector 4 attacks vaith stenting: But if you stand 
powered up, defend yourself against the bees as they here, the bolts won’t hit you, even though you can hit the 
appear, and keep throwing at the hive itself. boss with vertical throws as he passes overhead. 
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Vince Matthews 
a 


PlierZane sends you into the 


future, to the uncharted area be- 


i enuniternand Mars. Your job Area 1: The siete dhermegil and Boss 


istoclean up the dumping grounds 
of past wars by destroying chemi- 
cal and nuclear mutants so that the 
areas are once again suitable for 
humans. 


2 Your main objective here is 
—~ to get through the level 
eee \Nithout destroying any of 
=== your ships. If you go slow 
Re and try to destroy every 
HyperZone is one of the new » enemy, you should finish the 
batch of Super NES games that level with 30,000 points 
takes advantage of the 16-bit | andearnanextra ship. The boss shouldn't give you any trouble — just dodge 
machine’s scaling chip tosimulate _ his blasts and aim for his middle. 
moving landscapes. The result is . 
B ecievanies When Gou'seen the Area 2: The Blast Furnace and Boss 
helm of spaceship going warp 9 socom = snnntnn | Stay low on the track and 
through the galaxy, you get a Bae : avoid the fire columns. 
powerful sense of moving at super Keep firing, and slow down 
speed. It’s almost a 3-D effect — for any fueling stations. 
any second something may fly out 
of the TV screen and whack you on 
the head. 
aula oe your awe has worn Area 3: 
off, you’ve got an arcade shooter, Te 
plain and simple. The formula is Old Capitol is one of the et MY Ps CUT 
standard stuff, buttheexecutionis  toughestareasinthegame. |g an a Se AA 
solid. HyperZone will certainly get | Midway through the track, 
action fans’ thumbs moving. enemies begin coming from 
behind you. Again, stay low 
ee ee sto the track and hit those 
fueling stations. To defeat 
this boss, fully charge each blast before you release it to destroy the outer 
satellites, then finish him off with regular blast. 


Area 4: Grass Land and Boss 
This is one of the easiest 
areas, but watch out for 
dead ends. To destroy the 
final boss, use a regular 
. = Ke : = blast for the leaves and a 
| I charged blast for the 
oer ° eee nucleus — just the opposite 
as =< of your tactics for the Area 
3 boss. 
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Area 7: The Bio Plant and Boss 


This area Is full 
of trouble. Use 
a charged blast 
to clear most 
of the way. 


Area 8: HyperZone and Boss 


=4 In the final area, you 
confront every boss again 
— and one you might not 
have expected. If you don’t 
have at least one ship 
stockpiled, you’ll never 
make it home. 
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ple Field and Boss 


-—— & Throughout most of this area, 

= take tracks on the right side. 
Make sure you slow down for 
every refueling station — you’re 
going to need every ounce of 
energy. 


Area 6: Neo Megalopolis and Boss 
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As you progress 
through each area, 
you can upgrade 
your ship. Each up- 
grade is a little 
faster and a little 
more powerful than 
the one before. 


Your biggest enemy here isn’t the boss 
— it’s the deadly neon rays that criss- 
cross the track. The best way to avoid 
the rays is to use your blast to deter- 
mine exactly where a hole might be, 


= 
then fly under or over the rays. es 
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The refueling stations are vital — \ 


power your ship to its maximum. 
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Sunsoft; 11165 Knott Avenue; Cypress, CA 90630 


H.'s a twist: a videogame in 
which you don’t s/oot creatures — 
you save them. In fact, when 
something dies, it’s probably not 
because of anything you did, but 
something you didn't do! 

In Lemmings, your goal is to 
saveas many lemmingsas possible. 
What are lemmings? Well, they’re 
fairly stupid creatures who fall onto 
the screen through a trap door. As 
soon as they land, they begin 
blindly marching in whatever di- 
rection they happen to be facing. 
Without your intervention, they'd 
walk off cliffs, stumble into booby 
traps, get stuck in holes, or wade 
into pools of acid. 

To save the lemmings, you 
must safely guide them past these 
hazards toward the exit. Each 
screen is different and calls for a 
different approach. 

Fortunately, you can bestow 
special skills on individual lem- 
mings. For example, you can turn 
a lemming into a builder, who 
constructs bridges; a climber, who 
scales walls and cliffs; a floater, 
who uses his umbrella like a 
parachute to break his fall; a 
blocker, who stops other lemmings 
from marching into danger; and 
various kinds of diggers, who 
tunnel in different directions. 

Lemmings combines actionand 
puzzle-solving ina way that’s both 
unique and original. It’s one of the 
most entertaining games we've 
seen in quite a while. 
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Lemmings begins easily enough. 
On this level, for instance, all you 
have to do is turn your lemmings 
into floaters so they can get from 
the entrance (the trap door at the 
upper left) to the exit (the doorway 
at the lower right). 


a miner to dig a diagonal tunnel 
through the floor, then all the lem- 
mings were made into climbers so 
they could scale the wall and reach 
the exit. 
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blockers. In this case, blockers stop 
the lemmings from marching off 
the ends of the platforms. 


When you turn a lemming into 

builder, he constructs a ramp to 
Span gaps and pits. Several lem- 
mings fell into this pit before the 
ramp was finished, but those few 
can escape by building more ramps. 


indicate that you can tunnel in only _ traps. In this case, lemmings are driver booby trap 


one direction. To get around this tumbling through the gap in the (lower left) that squash- = ‘ 


problem, a lemming had to climb — stairway and falling victim to the es any lemming who tries to 
over the structure, float down the = gallows-like device near the cen- — walk through the tunnel down 


other side, and tunnel back toward ter. Solution: Build a ramp. below. Maybe there’s another < 


the left. route to the exit. Ss ) 
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Booby traps can appear 
out of nowhere. As the 


hapless lemmings walk keep the crowded line of 


through this tunnel, they're lemmings from marching 
Snatched by a mechanical into the pool of green acid 
claw in the floor! below the platform. The 

exit is toward the lower ‘po = 

right. The giant spiderweb and latticework present = 

an unusual problem — but one that 2 


can be solved with some creative 
digging. 
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This level doesn’t seem awfully difficult | 
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While a blocker kept the lemmings from 
marching into the bubbling acid on the lower 
right, a builder spanned the deadly gap sepa- 
rating the ledges from the exit (lower left). 
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to fly, but the view is often 
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breathtaking. 
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lf you earn your stripes as a pilot, you can access some 
terrific bonus screens, such as this “albatross man.” 


e - ie = Z a og 
When you sky-dive, you must free-fall through ring 


targets before you open your parachute. 


coy = = Otc aea Rinse crt ereew ar cis wi ita ari atin ee sth aie WhiAlt hy Gapbas teste frebictic elaine acc ei ae 
(tt te ee sei ete aa DED Fa Ska Na CaS TU ADO LT EoaD dent raves a Sea aD Roe a ee 


The only combat missions are flown with the helicop- 
ter. The main emphasis here is on challenge and 
sport, not destroying the enemy. 
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J ust like clockwork, Jaleco has 


developed new-and-improved 
versions of Bases Loaded since 
the original came out in mid- 
1988. It’s no surprise, then, that 
the excellent baseball simulation 
would make the 16-bit-leap to 
Super NES. Super Bases Loaded 
proves to bea fine addition to an 
excellent line of games. 

The play control and layout 
in Super Bases Loaded are almost 
exactly the same as they are in 
Ryne Sandberg Plays: Bases 
Loaded 3 for NES. In fact, besides 
the improved graphics (and some 
fancy scaling and rotation to 
show off what the Super NES 
can do), there’s not really much 
that’s new — but this isn’t a : ee ne > & P 
problem. The revisions to the ol Ne 
Bases Loaded games have re- | a er fe 
sulted in a smooth system that 
covers nearly every aspect of 
baseball from team stats to home 
runs. 


mae 


The teams may be 
fictional, but each 
has its own stats, 
strengths, and 

weaknesses. ! 
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Jaleco; 310 Era Drive; Northbrook, IL 60062 


Pitching is simple, whether it’s a low 
inside fastball or a tricky curve. 


Don’t let this happen to you — stay ahead in the ninth inning. =< ¥ 


Irem; 8335 154th Avenue N.E.; Redmond, WA 98052 
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Ph) R-Type is tough to like 
at times — A eras at, rc : a B) Th ; 
ou’re zapped during a show- —— Ts | - 
ash att a boss pe must re- LD ti] J ae ff 72 yV = 
peat the entire stage all over 
again. But the game makes up 
for this annoying feature with 
unlimited continues, fantastic 
graphics, a great musical 
soundtrack, and nonstop action. 
This isn’t one of those games 
that requires you to study the 
manual for an hour before you 
can figure out how to play. Super 
R-Type is a simple, arcade-style 
scroller that takes about as much 
time to learn as it does to drop a 
quarter into a coin slot. 


Defeating this mechani- 
cal stage 1 boss Is easy. 
Start by destroying all 
four circular pods, then 
attack its center. 


Bouncing lasers are worth their weight 

in quarters when you're fighting 

Wehs <- =s enemies on all sides, but they’re not 

ah ~~. always as good against stage bosses, 
me | > such as this boss of stage 2. 


The stage 3 boss launches a pair of tentacles that chase you 
around the screen. Don’t get trapped in a corner! 


Here’s what a fully armed ship looks like: guided 
missiles, two orbs guarding your flanks, and a power 
pod that can either scout ahead with guns or link up 
with your main ship. 
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The fire-chain weapon is most 


e i : ae 
effective against ground eee eS: 
targets, but sometimes it In stage 5, you must maneuver your} Se | 
makes a good boss-burner, too, ship through a maze of moving walls. = Ojo you have guided missiles, 
as the stage 4 boss finds out. It may take a few attempts before you don’t grab any more missile 


learn the safest route. power-ups — you may get stuck 


with unguided missiles by acci- 
dent. 
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To get through this difficult - 

reverse turn in stage 6, I PERO Me 
protect your flank by Those three red “eyes” are the weak 
attaching your power pod spots of the stage 6 boss. Bouncing 

to the rear of your ship. lasers are an effective weapon here 


because they fire at an angle. 
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= Seafood strikes back in level 7. Swarms of 
crabs and hard-to-kill lobsters try to turn you 
into a tasty meal. 


When the final boss’s mouth opens, immediately 
launch your power pod into its inner sanctum. 
Then back off and let the pod do the dirty work. 


After the final boss is destroyed, the entire | ad 


alien ship starts to blow. Don’t hang around 
to watch the fireworks! 


1357 


American Gladiators 


J 


on’t look for shields or 


chariots in American Gladiators. In- 
stead of a sun-baked outdoor arena, 
this game features a brightly lit televi- 
sion studio. And instead of armor- 
plated gladiators, you’ve got 
weightlifters wearing football helmets 
and cushioned shields. In American 


High above the arenaand armed 
with a padded pugil stick, you 
battle a host of opponents. To 
knock them from their awkward 
perches, try a combination of 
attacks until you find the one 
that’s most effective for you. 


Gladiators, the best of the weekend 
warriors battle it out — not for life or 
death, but for fame and money. AI- 
though you won't find the dusty, vio- 
lent drama of ancient Rome’s Coli- 
seum, you'll get some pretty campy 
entertainment in this game. 


Richard Lashley 
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The Wall is a difficult event in the preliminary rounds. Climbing to 
the top requires quickness and a constant grip on the net. Besides 
making the climb, you must also fight off other gladiators. 


The Assault competition places you in front of a gladiator packing 
a rapid-fire cannon that fires tennis balls. The finish line is far ahead, 
so duck behind this barricade and grab the pellet gun hidden there. 


eachel Cannonball 


Like the multievent format of the 
syndicated TV show, GameTek’s 
American Gladiators includes five 
rounds of punishing events that weed 
out the weaklings before an ultimate 
test, the Eliminator round. 

The first four stages include five 
events: Powerball, the Assault, the 
Joust, the Wall, and the Human Can- 
nonball. These events are rendered in 
basic, functional graphics. Unfortu- 
nately, the characters seem under- 
sized, and the controls are so unre- 
sponsive that you may feel as if your 
character is sloshing through water. 
Still, there are spurts of action where 
this game’s elements blend together 
beautifully. 

Bizarre, yet imaginative, ordeals 
closely mimic the often hilarious 
events of the television show. The 
Assault event is a good example: You 
dodge tennis balls that a plump, red- 
bearded contestant shoots from his 


floating cart. On this crazed tennis 
court, it takes just three hits to knock 
you out of the competition. However, 
you can take cover behind isolated 
barricades, one of which contains a 
pellet gun. Your opponent leaves if 
you hit him with enough pellets, and 
then you can cross the finish line un- 
touched (and you’re rewarded with 
bonus points as well). 

Although not as amusing as the 
Assault event, the Conveyor Belt 
competition in the Eliminator round 
is a unique contest. While dodging 
some hefty medicine balls, you must 
jump on the whirling belts, then 
quickly jump again before you're 
knocked off. Try crouching down 
whenever a ball is about to slam into 
you. This eliminates unnecessary 
jumps and helps you maintain your 
balance on the spinning belts. 
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Each level increases in difficulty, 
but even the advanced levels don’t 
prepare you for the Eliminator round, 
which is a severe test of your skill. I- 
beam jumps, hand-bike rides, zip-line 
events, and conveyor-belt obstacles 
quickly separate the peerless gladia- 
tors from the mediocre. 

In spite of its shortcomings, 
American Gladiators is a welcome di- 
version from the usual NES martial- 
arts and arcade-action fare. It’s an in- 
triguing, sometimes hilarious, combat 
sport — 20th-century style. 
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GameTek 


2999 N.E. 191st Street; Suite 
800; North Miami Beach, FL 
33180 
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t's been a habit for more than a 
quarter of acentury. The big blue game 
board is as familiar as the Wheel of 
Fortune. If the host isn’t Art Fleming, 
then it must be Alex Trebek. As the 
time approaches, family members — 
particularly the resident quiz masters 


Pick a category, then make a 
wager — just as they do on the 
television show. 


and trivia buffs — gather around the 
television set. Huddled together, they 
anxiously wait for the familiar voice 
of announcer Johnny Gilbert to de- 
clare, “This ... Is ... ‘Jeopardy!’” 
Almost three years ago, GameTek 
tapped the popularity of the hit game 
show with the release of Jeopardy!. 
Since then, the company has released 
Jeopardy! Junior Edition,a version of the 
show for younger players. Now, to 


Jeopardy! 25th Anniversary 
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Brian Carroll 


If you know the answer, try to be the first player to hit the buzzer. 
Do this by pressing the directional pad of your controller. 


mark (and to market) the show’s 
silver anniversary — an eternity in 
TV terms — GameTek is releasing 
Jeopardy! 25th Anniversary Edition. 

Just like its TV counterpart, the 
Anniversary Edition has answers in 
six categories, for which the con- 
testants must supply the questions. 
Included in these varied categories 
are topics suchas “French Phrases,” 
“Presidents’ Middle Names,” and 
“Folk Music.” In the first round, 
dollar amounts range from $100 to 
$500, and in Double Jeopardy!, 
those amounts double, so the 
hardest question in a category can 
bring in $1,000. Each game culmi- 
nates in the Final Jeopardy! round, 
where players wager any or all of 
their money on the question to a 
single answer. Of course, you can’t 
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bet money you don’t have, so players 
with a negative total can’t participate 
in the final round. 
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The Daily Double is randomly 
hidden behind one of the 30 
windows on the board. The 
Double Jeopardy! round fea- 
tures two Daily Doubles. 
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You must have at least $1 to be 
able to play the Final Jeopardy! 
round. 


You'll recognize the blue game 
board, the familiar theme song, and 
the answer-in-the-form-of-a-question 
routine. Unfortunately, like the previ- 
ous versions, the Anniversary Edition 
requires you to spell out each answer. 
The effect of this is two-fold: It pun- 


ishes misspellings (something the 
game show has never done), and it 
makes for a cumbersome interface. 
Although the system recognizes some 
common misspellings, don’t count on 
it— you'll be wrong more than right if 
you aren’t a good speller. 

The 2,000 new answers seem to be 
more difficult than those in the origi- 
nal Jeopardy! game. For this reason, the 
Anniversary Edition will probably ap- 
peal primarily to older audiences, 
particularly given the chronological 
reference points used for many of the 
questions. For example, a typical an- 
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The skill levels are based on the 
amount of time you're given to 
respond, not on the difficulty of 
the questions. 


swer might read, “This Nobel Prize 
category was added in 1969” — a de- 
cade or more before many Nintendo 
fans were born. 

If you play the videogame fre- 
quently enough, it quickly becomes a 
test of memory rather than of facts and 
trivia. Two thousand questions may 
sound like a lot, but because they’re 
divided into categories, they begin 
repeating fairly rapidly. 

Despite these imperfections, 
Jeopardy! 25th Anniversary Edition is a 
great deal of fun, even without Alex 
Trebek, Art Fleming, or Johnny Gil- 
bert. 


CSP 


GameTek 
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y Young takes the sign 
from Cochrane. He checks the runner 
on firstand delivers. Ty Cobb swings.” 

Craaack! 

“Oh, my! The Georgia Peach got 
all of that one. That ball is going... 
eoing.... That ball is gone!” 

Is this a scene from the sequel to 
Field of Dreams? The sounds from a 
new exhibit at Cooperstown? A re- 
cording of an early 1900s baseball 
game? Theanswerisno. Instead, these 
words describe a routine at-bat in 
Bandai’s Legends of the Diamond. 

What sets this crackerjack new 
simulation apart from an already 
crowded field is the smattering of the 
greatest names to ever play the game 
included in its rosters. You can put 
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To call up a player profile, hit the 
Select button of your controller 
when choosing team members. 
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You can pinch-hit or send in a reliever at any time during the ball 


game. 


together a team that’s a “Who’s Who” 
list from early American baseball. 
Where else can you choose from 
players suchas Babe Ruth, Lou Gehrig, 
Honus Wagner, Dizzy Dean, and 
Rogers Hornsby? You can also add 


The strike zone in Legends is 
smaller than those in most base- 
ball simulations — which puts 
more pressure on your pitchers. 


modern greats from Hank Aaron to 
Bob Gibson. 

Although these legendary names 
play for imaginary teams and, given 
the graphic limitations of the NES, 
only vaguely resemble their real-world 
counterparts, it’s still a thrill to man- 
age sucha star-studded baseball team. 
And as manager, you choose which 
Hall-of-Famers, make your roster, and 
set your batting order. What team 
could beat you with Ty Cobb, the 
American League’s base-stealing ter- 
ror, batting lead-off? And imagine the 
fear you can inspire with the Babe’s 
home-run swing in the cleanup spot. 

Of course, all the nostalgia in 
Cooperstown couldn’t save a poorly 
designed bush-league videogame. 
Fortunately, Legends of the Diamond 
delivers solid game play with enough 
graphic surprises to keep you in- 


On defense, the player you control is always identified with a white 


arrow. 


To get in position to catch the 
ball, stay on its shadow. 


trigued. For example, you occasion- 
ally see a batter who has been hit by a 
pitch charge to the mound and insti- 
gate a bench-clearing brawl. But just 
before pandemonium breaks out, the 
umpire hauls the hitter off to first base 
so play can resume. 


The game features larger charac- 
ters than those found in most NES 
baseball simulations, which makes it 
relatively easy to play defense and — 
with the ballpark’s smallish dimen- 
sions — limits the number of extra- 
base hits you see. 

Legends does have its flaws, how- 
ever. The most significant drawback 
is in defensive fielding controls. For 
example, on a bloop single that 
bounces just beyond the infield, you 
can’t be sure whether you're control- 
ling the retreating infielder or the on- 
rushing outfielder. You may think that 
you're steering the shortstop back- 
wards when you're actually bringing 
the left fielder in. Before you know it, 
the batter ends up withan easy double 
— and possibly a triple (there are no 
errors in this game). 

But in the context of an otherwise 
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Have ball boys become obso- 
lete? This pooch thinks so. 


solid adaptation seasoned with such 
intriguing history, this flaw is minor. 
If you don’t already have a baseball 
simulation, Legends would be an ex- 
cellent choice. If you do own one, you 
should still give ita look. Legends brings 
the old baseball greats to life. 
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hesitate to havea real dart board inthe 
house because of the presence of small 
children. 

Game players who aren’ t familiar 
with darts should know that a true 
dart game hasa unique scoring system. 
Instead of starting at zero and trying 
to rack up the highest score, you start 
with a certain number of points as an 
opening score, then subtract the score 
of each throw from the remaining to- 
tal. Players compete by trying to reach 
zero first. 

In tournament darts, the most 
commonly played game, individuals 
start with 301 points (teams can start 
at higher levels of 501 and 1,001 points), 
and the first player (or team) to reduce 
his score exactly to zero wins. That 
means if your descending total is 12, 
then you must hit the 12 grid to win. If 
you hit 13 or over, you’re busted; if 
you hit a lower number, then that 
number is subtracted from your re- 
maining total,and your next shot must 
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land exactly on the new total. Each 
game of darts is called a “leg”; three 
legs make up a match. 

In this NES game, you can start at 
301, 501, or 1,001, whether you’re 
playing singly or ina team. You can 
choose from 12 different players (some 
human, some not — including a robot 
and analien who have, to say the least, 
very peculiar throwing styles), and 
three different dart weights: light, me- 
dium, and heavy. 
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Three on-screen meters allow you 
to control the force of your throw and 
aim each dart horizontally and verti- 
cally. It takes a bit of practice to corre- 
late all three meters, but once you get 
used to the system, it’s possible to aim 
with great precision. The animation of 
the actual throws is smooth and real- 
istic. And although there’s little need 
for fancy graphics in this kind of game, 
Komstar’s are admirably crisp and 
easy on the eyes. 
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In addition to the more common 
descending-score games, Magic Darts 
also includes several interesting alter- 
native games. Perhaps the most chal- 
lenging is Around the Clock, which 
involves — as the name suggests — 
pinpoint throws at target zones 1 
through 12 in their proper order. 

The pleasures of dart games are 
quiet ones — there are no shrieking 
ninjas or exploding bombs here — but 
they can be very satisfying and ex- 
tremely relaxing. We warmly recom- 
mend Magic Darts to the curious and 
to dart-players of all ages. 
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~hen scientists discover 
Hy pefarive shortcuts leading to a 
previously unknown dimension, the 
populace of Epsilon rejoices. An ex- 
tensive search finds no life forms in 
any of this new dimension’s four 
planetary systems, so the area is evi- 
dently ripe for colonization. 

But without warning, new planets 
begin to appear in the alternate di- 
mension — planets that are inhabited 
by highly developed life forms. Further 
study reveals that the four planetary 
systems form a buffer zone between 
Epsilon and four entirely different di- 
mensions. The alien beings in those 
regions are also planning expansion, 
even if it means colonizing Epsilon. 

In Overlord, you're the leader of 
Epsilon and must send your forces to 
the four planetary systems. Your goal 
is to conquer the buffer zone by de- 
feating the rulers of the four newly 
discovered dimensions. But to ac- 
complish this mission, you must 
marshal military and industrial 
strength, while keeping the support 
of your subjects. 

Money is the root of all power in 
Overlord, so how you go about accu- 
mulating wealth is a key to your suc- 
cess. You can tax your people until 
they have no resources, or you can 
count ona contented populace giving 
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Overlord 


Gary Meredith 


You can choose the enemy you encounter first. It really doesn’t make 
mutch difference which one you choose — you eventually take on them 


all. 


you donations. Either way, the bot- 
tom line is to get money — and lots of 
it — to finance your expeditions into 
each of the four buffer zones. 

Much of your money is spent on 
powerful warships to enter the zones. 
But you must also find — of ayer 


The main screen gives you status 
messages on your conquests and 
the conquests of your enemies, and 
accesses to all subsidiary screens. 


oping the barren planets so that they'll 
support a settlement. Each system 
contains a basic Starbase, but this 
complex can’t support the number of 
colonists flocking to the planet. 
Once you've discovered a planet, 
immediately send in an atmosphere 
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The Starbase screen displays the 
status of a particular planetary 
system. Incoming and outgoing 
flights are also noted. 


Your resources must be managed 
carefully — especially at the be- 
ginning of the game. Experiment 
with your tax rate until you dis- 
cover the level that allows the 
highest productivity. 


processor, followed by a horticultural 
station and a mining post. The equip- 
ment is expensive, and operating costs 
are great because of the large number 
of people needed to run each station. 
Since your pockets aren’t lined with 
gold, it’s essential to use your re- 
sources efficiently. 

This attention to the details of 
running planetary stations is what 
sets Overlord apart from the usual NES 
war game. For example, it’s not 
enough torecruit soldiers — you must 
also equip them with the specific 
weapons, armor, and accessories they 


Whenever you find a planet, your 
first job is to terraform it by estab- 
lishing an atmospheric-processing 


station. 


With cash flow so vital to your success, using a mining station to 
exploit the planet’s core minerals is an essential step. 


need for a job or position. These re- 
quirements vary with each planet. 
Overlord is one of the most com- 
plex games you're likely to find for 
Nintendo. Based on the computer 
game of the same name, Overlord for 
the NES has lost little in translation. 
It’s not a game for casual players, but 
those with the perseverance to master 
the intricacies of the game’s structure 


Wenn 


Since the rulers of the other systems 
plan to expand, a strong space fleet 
is a must. Depending on how en- 
trenched the enemy is, you can 
decide whether to take an offensive 
or defensive posture. 


are rewarded with many hours (very 
many hours) of enjoyment. 


Amid all the high-tech ter- 
raforming equipment and weap- 
onry, there’s still the opportunity 
for basic, “downand dirty” battles 
on a planet’s surface. 


Rockin’ Kats 


illy can’t believe what 
happened. Everything had been per- 
fect: He and his girlfriend, Jill, spent a 
lovely evening prowling behind res- 
taurants, eating meat scraps and en- 
joying the delicate light of New York 
marquees. Then Mugsy and his gang 
kidnapped Jill. Being a cat in New 
York City is tough — just ask Willy, 
the Rockin’ Kat. 
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In the deep shafts in Channel 1, 
use your swing move to hoist 
yourself up to the next ledge. 
Watch out for the snipers perched 
in pipes on the walls, but remem- 
ber that you can't be hurt by their 
shots while you’re swinging. 


Willy, however, has never been 
the type to avoid trouble by climbing 
a tree — something that Mugsy is 
about to discover. In Atlus’s Rockin’ 
Kats, you help Willy rescue Jill from 
the claws of that alley cat gangster. 
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The boys in Mugsy’s Bull Band play some heavy notes at the end of 
Channel 1 —and they’re aimed at you. Before you can attack the band 
members popping out of the floor, you must dodge their lethal 
chords and the beer mugs falling from the ceiling. 


Although its simple, cartoonlike 
appearance might lead you to believe 
all the screens in Rockin’ Kats look ba- 
sically alike, you'll really be surprised 
— the variety of screens is terrific. 
From skateboarding in a subway to 
jumping around on top ofa plane, this 
game’s changing scenarios keep you 
guessing where Willy will wind up. 

Rockin’ Kats was designed for the 
television generation. Instead of 
stages, you move from channel to 
channel, clearing each of enemies. You 
can also tune in to the bonus channel 
to play for extra cash or watch the 
shopping channel to buy helpful 
power-up items. The closer you get to 
the fifth level — and Mugsy — the 
more difficult play becomes. 
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You pick the order in which to 
play the first four channels from 
the stage-select screen. From here, 
you can also enter the bonus 
channel to win extra money. Af- 
ter you win some cash, visit the 
shopping channel to buy power- 
ups. 


In this cross-country chase, Willy 
needs more than a sharp set of claws. 
Besides his feline defenses, Willy also 
carries a punch gun. And by pressing 
the B button on your controller, you 
trigger a Super Punch, a huge boxing 
glove mounted on springs. Most op- 
ponents are flattened by just one hit, 
but others can take more punishment, 
so keep hitting them repeatedly. 

If Mugsy’s goons ever back you 
against a wall, try the Dash Attack to 
clear a path. Just face the wall and fire 
a Super Punch. The impact of the box- 
ing glove against the wall shoves you 
backward through the attackers. 

Your punch gun isn’t just for 
knocking off Mugsy’s thugs. By jump- 
ing up (using the A button) and 
shooting the weapon, you’re launched 
into the air much higher than your 
normal jump can take you. Use the 
move during Channel 1, when you 
must climb up numerous shafts. 
Strangely enough, you use your gun 
almost as much for navigating ob- 
stacles as for hitting enemies. 
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Besides punching and climbing 
with your glove, you can also 
catch objects with it. In this bo- 
nus round, you can win cash by 
snatching the balls and tossing 
them into the floating tubes. 


When you're high in the clouds of Channel 2, use your Super Punch to 
take out the turrets protruding from this massive blimp. 


Your gun also has a “swing” ca- 
pability that is perhaps your most 
valuable asset — and it’s fun to watch, 
too. From the proper distance, shoot 
your glove at an overhead object to 
grab it, then press the B button to start 
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Don’t let the carnival atmosphere 
of Channel 3 fool you. With dish- 
tossing panda bears and tubes that 
squirt spiked balls, there are 
plenty of obstacles to keep you 


hopping. 


swinging. Soon you become a whirl- 
ing ball of fur, immune to attacks and 
easily able to knock enemies off- 
screen. Also, when you can’t reach a 
ledge by jumping, use theswing move 
to hurl yourself up to the out-of-reach 
position. 

Rockin’ Kats is a charming game 
that may have simple graphics, but 
that also features great variety and 
some interesting character move- 
ments. But in spite of its cartoon ap- 
pearance, which may have greatest 
appeal to younger players, it’s a diffi- 
cult game for skilled players. 
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ven though snowfall is still 
a month or so away, Rodney, propri- 
etor of the Skate Shop in Skate or Die, has 
decided to get ajump on cornering the 
winter-sports market. He’s traded his 
skateboards for skis and has headed 
for the mountains to open a ski shop 
and resort. After a few games of Ski or 
Die, though, you'll probably get the 
feeling that Rodney should have 
stayed in town. 
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Rodney’s always ready with a 
wisecrack for anyone who visits 
his ski shop. 


If you've played either Skate or Die 
game, you'll feel right at home with 
the frosty action in Ski or Die. This 
winter-sports game uses the same 
format as Skate or Die, with up to six 
players competing in five different 
events. You can tackle events one at a 
time, or enter the marathon and 
compete in all five contests. 


RACTICE 


Stephen Poole 


aged od 


You can jump over the ski shop, but if you land on the roof, you can 
increase your score by making two jumps instead of one. 


But your first stop is always 
Rodney’s Ski Shop. If you hope to 
have a decent finish, take advantage 
of the practice option available here. 
After you've polished your skills, head 


LEVEL 
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In practice mode for the Snowball 
Blast, you must guard the 
munchies that Rodney is saving 
for dinner. This kid must be pretty 
hungry — he keeps popping up 
right in front of you. 


back to Rodney’s to register for com- 
petition. 

The first event is the Snowboard 
Half Pipe. As you hurtle down the 
tube, you earn points every time you 
pull off a stunt in the middle of the 
tube, on the lip, or going over a mogul. 
You can also score points by grabbing 
the Punk Penguins waddling down 
the middle of the trench, but you’re 
better off staying at either lip of the 
tube. 

It’s on the lip that you really rack 
up points for ripping moves such as 
the 540°, the McTwist, and the 360° 
Back Scratch. As you move between 
either side of the tube, watch out for 
the Chainsaw-Totin’ Bunnies — they 
can bring your wild ride to an imme- 
diate, painful halt. 

The Snowball Blast pits you 
against a slew of kids who have noth- 
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If you have a turbo accessory, use it during the Acro Aerials. You can 
achieve incredible hang time, and that’s a major factor in garnering a 


good score. 


PRACTICE 
SCORE 
836 os 3615 
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SCORE 


Although you earn points for ev- 
ery item you pick up in the 
Innertube Thrash, use the knife as 
many times as you can before 
grabbing the dart. 


ing better to do than pummel you 
with packed powder. In the practice 
mode, you keep playing until the kids 
succeed in covering you with snow. 
When playing for keeps, you have one 
minute to ice 50 kids before you can 
move to another round. Accuracy 
countsa lotin this contest because you 
earn bonus points for any snowballs 
left over at the end of a round. 


The key to success in the Acro 
Aerials is to gain momentum as you 
head down the ramp. Although the 
manual says to press left and right on 
the directional pad of your controller 
to increase your speed, using a turbo 
accessory and the B button practically 
sends you into orbit. Once airborne, 
don’t waste time between maneuvers 
— scoring is based on how difficult 
your tricks are and how smooth a 
transition you make between stunts. 

Next, you're off toa mountaintop 
for the Downhill Blitz. Speed is im- 
portant here, but it’s just as crucial to 
avoid a spill— you pick up 1000 points 
if you can finish without a tumble. 
Stay to the left after the first jump of 
your run so you can rack up extra 
points by jumping to the roof of the 
Ski Shop, then back down to the 
course. 

In the Innertube Thrash, grab 
forks, lawn darts, and knives to 
puncture your opponent’s tube. Your 
foe can also pick up weapons to de- 
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The Rail Slide isn’t a difficult 
move, but watch out for the fir 
trees and snowmen lining the lip 
of the Snowboard Half Pipe. 


flate your chances of victory, but 
pumps and patches keep your 
innertube in top shape. Don’t get too 
preoccupied, though, because the first 
competitor across the finish line earns 
1000 points. 

Ski or Die probably won’t hold 
your attention if you play videogames 
by yourself — if only one player reg- 
isters to compete, the game becomes 
an extended practice session. And al- 
though there are five events in Ski or 
Die, only the Acro Aerials and 
Snowboard Half Pipe are really in- 
teresting. 

But if you think three so-so events 
and two decent ones equal one good 
game, you'll be satisfied with Skior Die. 
Otherwise, the lack of depth in each 
contest will probably sour your trip to 
Rodney’s new establishment. 
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here’s no figure more domi- 
me in hockey today than the “Great 
One,” Wayne Gretzky. Even people 
who aren’t hockey fans have heard of 
Gretzky, the sport’s all-time leading 
point scorer and the nine-time winner 
of the NHL’s Most Valuable Player. 

So when a hockey game for the 
NES bears Gretzky’s name, there’s 
good reason to expect a lot. Wayne 
Gretzky Hockey was designed in con- 
junction with Gretzky and other 
hockey professionals, and the attention 
to authenticity is obvious. 

You can pick your team from ten 
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NHL franchises, including 
Edmonton, Boston, Montreal, and, 
of course, Los Angeles (Gretzky’s 
team). Each squad features a full 
complement of six players — this 
may be totally realistic, but with a 
dozen skaters on the ice things can 
get a little hectic, especially around 
the goal. (In the practice mode, 
teams are reduced to a center, two 
wingmen, and a goalie to make it 
easy to work on your shots and 
passes.) 

All the rules of professional 
hockey are in force here — expect 
to get called for holding, tripping, 
icing, and even high-sticking. One 
quirk of Wayne Gretzky Hockey is 
that penalty-calling seems to be 
arbitrary. Check an opposing 
player for too long, and you might 


When defenders wind up out of 


position, start working the puck 


_ toward the goal. You get at least 


one good shot on goal, and you're 
in a good spot to grab the puck 


should it t bounce off the goalie. 
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get called for hooking, but a few 
minutes later the call will be tripping. 
Just remember: If a player hits the ice, 
a penalty is almost certain to be called. 

You play the entire game from an 
overhead view, and seeing all your 
teammates is no problem. As for the 
puck — well, it’s just as difficult to see 
it in a videogame as it is when a real- 
life game is broadcast on TV. 

So Wayne Gretzky Hockey has all the 
ingredients of an accurate simulation 
— correct lineups, rules, and maneu- 
vers. But is it enjoyable to play? The 
answer depends both on how much 
you like hockey and how advanced 
(and patient) a game player you are. 

For example, passing is devilishly 
hard, especially when you're heading 
for the goal. You control passes with 


the directional pad of your controller, 
but you also use the directional pad to 
determine where you skate. That 
means if you're heading directly for 
the goalie, you have to turn and skate 
left or right in order to pass to a 
wingman. Don’t be surprised if your 
passes go in some strange — and un- 
wanted — directions. You can even 
see a pass go exactly opposite of the 
direction in which you’re headed. 

When playing against the com- 
puter, you'll find that opposing play- 
ers havea knack for bringing the puck 
right up to your goalie and pounding 
it into the net. But if you try that move, 
you'll see your player lose the puck 
and get a mouthful of wood for good 
measure. 

In addition, if you receive a pass 


It’s tempting to bring the puck right down the middle of the rink, but 
you're almost certain to have the puck stolen before you can pass or 


shoot. 


Put on the pressure when the oppos- 
ing team has a player in the penalty 
box. Youalways haveatleastoneman 
open to receive a pass, and passing is 
the key to scoring. 


when you've just crossed your 
opponent’s blue line, your player 
swings the puck over the blue line, 
then back again. Besides looking very 
unrealistic, italso earns you an offsides 
penalty. 

The box copy for Wayne Gretzky 
Hockey says that the game is for ad- 
vanced players, and that’s a fair 
warning. Gamers used to fast-paced 
action with numerous payoffs might 
tire of Wayne Gretzky Hockey very 
quickly. But if you’re a serious hockey 
fan who doesn’t mind investing some 
time in a game, Wayne Gretzky Hockey 
could very well bring new life to your 
Nintendo system. 
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orld Chamge 


ny new NES boxing sim- 
ae has to go the distance against 
a genuine Nintendo heavyweight, 
Punch-Out — one of the most popular 
sports games in videogame history. 
World Champ may not displace Punch- 
Out as the championship title, but 
there’s no doubt that this solid, well- 
developed simulation is a contender. 

Besides, Punch-Out is a product of 
first-generation Nintendo technology 
and looks it — the graphics are coarse- 
erained and very cartoony — while 
World Champ looks much more up-to- 
date. Not only are the boxers realistic 
in appearance and movement, but the 
graphics are very sharp as well. It’s 
safe to say that players who enjoyed 
the earlier simulation will probably 
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enjoy playing World Champ just as 
much. 

Three types of boxing matches are 
available in World Champ: the ranking 
game, the “vs.” game, and the tourna- 
ment. The object of the ranking game 
is to train, so you practice sparring 
with opponents before taking them 
on in real matches. You can select the 
type of training you want to empha- 
size, and the harder you train, the 
more your stamina, speed, and power 
are increased. Unless you enjoy eating 
canvas, spend some time training be- 
fore going into actual competition. 

You're also matched against con- 
tenders in the ranking mode. You 
advance in the game only after you’ve 
successfully sparred with the five top- 
ranking boxers in each class, from 
welterweight to heavyweight. When 
you've made the reigning champion 
in one weight class throw in the towel, 
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you move to the next classification for 
an even tougher fight. 

Two human players can duke it 
out in the “vs.” game. Each player can 
select a saved, powered-up boxer 
(well-developed fighters are stored 
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under passwords, which are issued 
during the ranking game). 

In the tournament mode, World 
Champ can be played by 3 to 8 con- 
tenders in a grueling contest of elimi- 
nation. While the computer-controlled 
opponents in World Champ are cer- 
tainly aggressive and skilled, they can’t 
come close to providing the fun you'll 
have challenging a friend. 


Both graphics and animation 
are very good in World Champ. 


Boxer movement is directed by 
combinations of the controller but- 
tons and directional pad. The A but- 
ton is for offensive moves (straight 


contender. — 


jabs, body blows, hooks, and upper- 
cuts), and the B button is for defensive 
moves. 

As you gain rank and develop 
your fighter’s skills with training, you 
receive extra punch-power points, 
which you can distribute as you wish 
before your next bout. One good 
strategy is to study the stats and figure 
out to what sort of punch your oppo- 
nent is most vulnerable, then pour all 
of your power-points into that one 
wallop. You may not connect very 
often, but when you do, you'll put 
your opponent down for the count. 

Defensive moves are also impor- 
tant. Duck down to avoid straight 
punches, sway back to get away from 
body blows, and protect yourself from 
an uppercut by blocking it with your 
arm. It’s best if the player generates 
his own defensive tactics, but the game 
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sfying as it is to clobber a computer opponent, you'll 
ore fun when you box in the “vs.” game against a 


itself supplies basic defensive moves, 
even if the player doesn’t bother to 
select them. 

World Champ should appealto any 
serious boxing fan. Romstar has de- 
signed it with care and created some 
excellent animation and graphics. Al- 
together, it’s a welcome addition to 
any library of sports games. 
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his is hot stuff — and 
definitely not just an- 
other shooter. Burai 
Fighter Deluxe is the 
kind of blast-from-the- 
past that first made shoot-em-ups 
popular. 


The keys to Burai Fighter's success 


There’s another reason for paying 
close attention as you glide through 
the five Burai bases. The game scrolls 
— but not just left to right. When the 
scrolling changes direction, you’re 
often given a choice of rooms and 
passageways to enter. Sometimes 
these places are traps — you can get in 


are its fiery action and smooth pac- 


ing. You travel 
through areas 
where trouble 
surrounds you 
and the action 
never slows 
down, then you 
get an occasional 
break so you can 
catch your 
breath before 
heading into the 
thick of it once 
more. 


ie 

ann 
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When you beat Burai Fighter Deluxe on 
its Ace difficulty level, an entirely new 
skill level becomes available. How- 
ever, this Ultimate skill level isn’t no- 
ticeably different from the Ace level. 
The Burai bases and mutant aliens are 
the same, although some of the char- 
acters seem to move a bit quicker than 
before. 


them, but you can’t get out. The game 


keeps scrolling, 
and you eventu- 
ally reach the 
border and ex- 
plode. 

Since this is 
a shooting game, 
it’s hardly sur- 
prising that your 
weapons are 
even more im- 
portant than the 
proton pack that 
allows you to fly. 


Taxan’s Bu- 
rai Fighter Deluxe takes some trial-and- 
error game play. During your first 
run, the odds are that you’re going to 
get ambushed by a space creature 
appearing from nowhere or catch a 
stray alien missile. But if you've got 
quick reflexes and can remember the 
patterns of the aliens, you'll get a little 
farther in the game each time. 


You have three 
choices of weapons: lasers, missiles, 
and rings. Each weapon can deliver 
the goods — especially when it’s 
maxed out to its full powerhouse 
strength. There are slight differences 
inthe weapons’ effectiveness, though, 
particularly against the huge alien 
beasts that serve as the guards of each 
base. 


This enemy shoots explosive 
balls that blow up when they hit 
you. Move to the top or bottom 
right corner and let the balls 
follow you, then slide down or 
up until you're safe. 


; Ma 
You really have to throw a lot of shots 
at the eyeballs. When they explode, 
multiple eyeballs will shoot out from 
the original one. Be prepared to move 


fast and get out of their way. 
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When you tangle with Giganticrab, 
blast his left eye, then slide over to the 
far right. Now work on his other eye, 
being careful not to get near his flail- 
ing tentacles. 


D TOF 159690 
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Jawsipede begins as one long seg- 
mented worm, then splitsin two. Don’t 
get too close to the sides of the screen 
— you can’t tell where one of the 
Jawsipede creatures will appear. 
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The third level is probably the most difficult 
and intense. Right out of the gate, you must 
grab the rotating pod. When you approach it, 
you're targeted by several different types of 
enemies. 
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Hop on this power-up, then immedi- 
ately drop down tothe lower platform. 
A boulder comes crashing at you from 
the left side, so be ready for it. 
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Here are more power-ups — and a 
possible ambush. A Gripper zooms in 
on you from the right, but not until 
you've retrieved the power-ups. Be 
ready to zap that alien. 
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A series of rocky platforms descends here. 
Wait until the second or third one starts falling, 
then once it’s below you, follow it down. If you 
follow the first platform, you'll be crushed by 


the second or third one. 
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Slide underneath this falling platform, 
then backtrack so you can safely snag 


the two power-ups. 


Once you come down through the 
gates, move to the lower left. This 
gives you an ideal firing position to 
shoot the two mounted guns and the 
mutants flying toward you. 
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The falling platforms around 
Fangskull make this supermutant 
tough to destroy. He’s most vulnerable 
on his underside, so try to position 
yourself beneath him. 


wm 


The screen has gone almost blank, 
which means that it’s time to fight 
another supermutant guardian. This 
may be your last chance to grab a 
power-up before going into battle. 
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The Torchwing, the smaller creature, is actually 
your target. But you’re busy avoiding her 
guardian, which starts from one side, then 
speeds over to you and tries to ram you out of 


__ the picture. 
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Here are the passwords for levels 2 through 5: 
AOS sj | acer Level 2 MITA Bs, Level 3 
eens Level 4 KDPG........beveno 
And here’s the Ultimate password: 
S15, Se ae Level 1 
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It’s easiest to zap these Creepcrawls 
_ when they land on the platform and 
scurry along right in front of you. 
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The last mutant-guard is the toughest. 
Slimedragon starts on the right, then 
charges. Position yourself on the left 
so you can fire right into his mouth. 
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In the fifth level, you travel upward until 
you re between the two enemy stations, then 
you start descending between platforms. Fol- 
low this pattern: left, right, left, left, right, left, 
left, right. 


You come out of your 
downward journey and 
squeeze through this 
small gap. Two flocks of 
flying mutants come af- 
ter you, and things get 
4} hectic. Detonatea cobalt 
#4 bomb to clear out the 
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HE ULTIMATE 
CHALLENGE AWAITS??? 
»- »- KARL 
What? There’s more? After beating 
the game on its Ace level, you're pre- 


sented with one more challenge — the 
Ultimate level! 


When he charges, drop straight down 


and avoid his shots. 
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MEGA MAN IN DR. WILY’S REVENGE 


ill Dr. Wily ever learn? 
Evidently not — he 
and his army of robot 
masters are back, 
ready to take another 
shot at conquering the world. In this 
new Capcom adventure, you guide 
mighty Mega Managainst Wily’seight 
robots and deadly creatures which 
inhabit the mad 
scientist’s fac- 
tory. If you de- 
feat these en- 
emies, you face 
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works best against each enemy. 

You begin with Mega Man’s trusty 
plasma cannon, but you increase your 
power each time you defeat a robot 
master because you get to keep his 
weapon. Since certain weapons work 
best against specific enemies, the or- 
der in which you fight the first four 
robots is critical. You should also keep 
an eye on your 
energy and pick 
up as many vita- 
mins and miner- 
als (left behind by 


the demented 
Dr. Wily himself 
im a final (7) 
showdown. 


Whenever you have to cross a long 


distance under fire, try to use the ob- 
jects in a room for defense. Often the 
safest way from point A to point B is 
the least direct route. 


the other robots 
you destroy) as 
you can. 

The legions 


Four of the 
Robot Masters— 
beoeMan. 
ElectricMan, CutMan, and FireMan 
— must be found and chased out of 
their mazes before you even arrive at 
the doctor’s hideout. And if you make 
it past them, you've still got 
QuickMan, HeatMan, BubbleMan, 
and FlashMan waiting for you inside. 
The key to success is a combination of 
fancy footwork, dead-eye shooting, 
and a knowledge of which weapon 
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of Mega Man 
fans will find this 
Game Boy ver- 
sion a great addition to the series, 
while those new to the saga will find 
Mega Man in Dr. Wily’s Revenge an 
action-packed introduction. There’s 
plenty of excitement for everyone, the 
graphics are simple but good — and 
besides, how could anyone pass up a 
chance to put rotten old Dr. Wily in his 
place once again? 


Here’s an old friend from past 
Mega Man adventures. As al- 
ways, you can only hurt him 
when his shield is raised for fir- 


ing. 
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Here’s another past scuttle who 
has returned to bedevil you. Wait for 
his highest hop, then run under him. 
You can fight, but it’s better to try to 
avoid a confrontation. 


When battling CutMan, you're Doe 
off staying out of the corners. Keep 
moving — and wait for a good shot. 
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As soon as you prey on the lower 
platform, leap up so that you're in 
position to land on the upper ledge as 
soon as it appears. 
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Now that you have CutMan’s blade, your 
duel with ElectricMan should be easier. Just 
remember that his electrical discharge takes 
an erratic path. 


You must desta this enemy 
provide a floating _— o 
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Your battle with FireMan will be in 
can attack these guys even when the _ vain unless you've saved plenty of 
shield is activated. energy. Avoid the fire walls and get in 
| close to fire. 


L ys asapion Dr. 


If you have ElectricMan’s sizzler, you 
oa wee can | attack 


Standing still too — in IceMan’s If you have ee: S goes Your basic plasma cannon is all you 


realm can be a problem. Here, how- IceMan is one of the easiest enemies to need to break down this partition, but 
ever, you should stop long enough to defeat. Three shots is all it takes. be ready to change quickly — there’s 
melt the upper block so that you can a little friend waiting for you below. 


grab the power-up. 
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You've had it easy until now. The real challenge 
begins inside Dr. Wily’s factory complex, 
starting with four new robot masters. 


ann 


HINT 


AE LLRLERELRREELEERIRREEREL oy 
aie Ad dnb’ bedede tobe td ett ato toto! BY 


Since his weapon spreads fire 
throughout the chamber, HeatMan 
poses a big problem. Keep moving to 
elude the flames— and use the bubble 
lead when you can. 
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You should fight BubbleMan first because his 
weapon is the key to progressing to the next 
boss. Just keep moving, and fire whenever you 
have an opening. 


If you’ve managed to 
gain control of Heat- 
Man’s flame weapon, 
then FlashMan’s time- 
stopping weapon canbe 
Overcome quite easily. 
Hold down the B button 
on your controller to ac- 
cumulate one powerful 
blast. 


Capcom 
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Even after you’vedefeatedthesecond _— At last you’ve come face to face with 


set of robot masters, you still must go the deadly doctor. His battle machine 
against this formidable-looking fellow looks imposing, but if you aim for the 
to win his mirror-buster weapon. cockpit, you should be able to make 
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better name for 
SOFEL’s Fish Dude 
might be The Food 
Chain, because the 
game cartridge 
holds a miniature 
version of our entire ecological 
system. The title character, 
billed as “the raddest fish 
around,” swims about swal- 
lowing up loads of smaller fish. 
Unfortunately, our gilled hero 
is only the middle link in this 
adventure’s three-link food 
chain. That means even bigger 
fish want to make seafood out 
of Fish Dude. And, to add to his 
troubles, he has sea gulls and 
cats chasing him as well. 


You can avoid your predators 


by leaping out of the water. 


The point of this eat-or-be- 
eaten exercise is to advance the 
Dude through three stages of 
undersea activity. Each stage is 
comprised of three sublevels, 
which gradually get more dif- 
ficult. This means that the fish 
get bigger and the terrain grows 
more treacherous. You progress 
by escaping your enemies long 
enough for Fish Dude to gobble 
up a set number of guppies be- 
fore his time runs out. 


Octo Dudeisa welcome friend. 


Bump up against him and 
you'll enjoy a brief period of 
invincibility. 

You shouldn’t worry about 
your time limit too much, 
though. You get plenty of time 
to collect your fish, so you 
should concentrate on survival, 
not on beating the clock. You’re 
given only three lives in which 
to complete the game, so pre- 
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serving these lives should be 
your top priority. The clock be- 
comes a real factor only in later 
stages, when the number of fish 
you must devour increases if 
you're too slow catching your 
meals. 

Fish Dude is a good dramati- 
zation of the “survival of the 
fittest” theme. Unfortunately, 
the game wasn’t meant to teach 
ecology lessons. As an enter- 
tainment for the Game Boy, 
which is what the game was 
designed to be, Fish Dude is a bit 
fishy. For starters, you find the 
exact same play action 
throughout the game. That’s a 
considerable problem, since 
there isn’t enough variety to 
sustain interest in the premise: 
eating small fish while fleeing 
predators. 

The graphics, too, fall flat. 
The fish are plain, and the sea 
gulls resemble flying mous- 
taches. That’s a shame, because 
a game like this sinks or swims 
on the charm of its characters. 


Fish Dude doesn’t make it very 
far above the ocean floor. 
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| Weall know that cats love fish, 
| especially around suppertime. 
Be careful to avoid them. 


“hen a naval heli- 
copterisshot down 
and its crew is kid- 
napped by terror- 
ists, there’s only 
one thing for the 
navy to do: send in its most 
highly trained and_ best- 
equipped fighting unit — the 
Seals. 

Ocean of America’s Navy 
Seals is based on the movie of 
the same title, and follows the 
action pretty closely. You must 
work through the game’s four 
levels, find the hostages, and 
rescue them. Each levelisa fairly 
large maze, and you have to 
fight your way through the 
maze in the time allotted — 
amusingly represented by a 
burning fuse along the bottom 
of the screen. 

Along the way, you'll be 
attacked by anarmy of terrorists, 
through which you'll have to 
shoot and jump. You’re not ex- 
actly alone, though — the Seal 
sniper sits high above the action, 


During stages 2 and 4, chunks 
of the ceiling have a habit of 
falling on your head. You can 
spot these chunks, though, and 
avoid them by quickly moving 
back out of their way. 


When in doubt, don’t be afraid 
to call on the sniper. He’s a 


kind of “smart bomb” that 
destroys all enemies on-screen. 


waiting with a precision .50 
caliber rifle to lend backup sup- 
port when you need it. You can 
call on him for help only a lim- 
ited number of times, however 
(indicated by the number of 
lightning bolt symbols you col- 
lect). 

In addition to the lightning 


bolts, there areanumber of other 
special items ready for the tak- 
ing, ranging from simple score 
bonuses to extra lives. Unfortu- 
nately, there’s only one weapon 
power-up that allows you to use 
a submachine gun instead of 
the pistol you start with. It usu- 
ally takes two pistol shots to kill 
your enemies. While the sub- 
machine gun kills enemies with 


These knife-carrying terrorists 
can’t be shot from the front, so 
jump over them and shoot 


them in the back. It may seem 
cowardly, but it’s the only 
thing that works. 


just one shot, you have only a 
limited supply of ammo for it. 

Although there are no pass- 
words or continues, the game 
does have a practice mode, so 
you can play through a stage as 
many times as you want before 
taking on the whole game. The 
graphics are excellent, espe- 
cially during the title and story 
screens. Navy Seals won’t win 
any awards for originality — 
you ve played this kind of run- 
jump-and-shoot game before — 
but it looks good, and it’s very 
challenging. 
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ood battle games 
for the full-sized 
Nintendo are 
rare, and for the 
Game Boy, even 
rarer. Power Mis- 
sion, unfortu- 
nately, is not one of them. 
Battles take place on a grid- 
covered map, 27 by 27 squares 
in size, which depicts land, deep 
sea, and shallow water. You 
select the setup of your fleet 
from among six types of units: a 
flagship (when it gets sunk, 
you’re history), battleships, 
cruisers, destroyers, subs, and 
aircraft. Each ship has a par- 
ticular set of weapons and can 
travel at various speeds. Some 
can venture into shallow water, 
while others can’t — but that 


Part of the trouble with Power 
Mission is that all the tiny ship 
icons tend to look alike — and 
not very much like ships, ei- 
ther. 


seems to be the only meaning- 
ful effect terrain has on the game. 

You position your units, then 
use radar searches to locate the 
enemy. When you've found an 
enemy unit within range, you 
can fight it with one (and only 
one!) weapon per turn. Running 
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Position and maneuver your 


ships by means of this radar 
screen. 


away is possible, but since each 
erid-square of movement 
causes you to lose one of your 
precious “survival points,” so 
most players will try to keep 
movement to a minimum. 
This odd feature turns most 
battles into dull slugging 
matches between you and the 
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computer—with all the ad- 
vantages onthe computer’s side. 

In terms of graphics, Power 
Mission is below average. The 
tiny shipicons (which don’t look 
much like ships to begin with) 
all tend to look alike. You never 
see anything sink, and when 
the gameis over, youdon’teven 
get to see a tally of how much 
damage you did to the enemy. 

The battleships don’t have 
any 16-inch guns, yet the flag- 
ship (whatever kind of vessel 
that may be) is armed with tor- 
pedoes, for some reason that we 
couldn't understand. 

There is a two-player op- 
tion, and to be fair, Power Mis- 
sion plays a good deal better 
that way. But that alone is not 
enough. This is a vague and 


ZUNIT?S FLAGSHIP. 


This is what the battle scenes 
look like...exciting, huh? 


lifeless battle game, in which 
the rules themselves make it al- 
most impossible for the player 
to use any real strategy. Power 
Mission, by NTVIC, is not rec- 
ommended. 
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ho says a game has 
to be complicated 
| to be fun? Surely 

not the people who 
have played Power 
Racer. Tecmo’s ac- 
tion/maze romp looks like an 
old Atari game, so basic are its 
graphics. You’d never suspect 
that it could ever make a fan out 
of you — that is, until you play 
it. 


Shaves only pte closer than this — | 


ing driver in Pou ) i 7 Racer. 


Likesome other surprisingly 
entertaining and addictive 
games, Power Racer doesn’t rely 
on dynamic screens to provide 
its excitement. It isn’t much to 
look at, but it draws you right 
into its action. 

The idea behind the game is 
simple. You're driving a small 
Formula One car through a 
maze, which is constructed of 
four rectangular tracks of dif- 
ferent sizes. The tracks are cov- 
ered with power points that you 
retrieve by riding over them. 
You've got to clear all these dots 
off the track before you advance 
to the next round. 


: you . | 


Power Racer 
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You don't have to start at level 
0, but this screen will let you 
work your way up from th 
bottom if you so D want. 


Nowasils, this dense coils t 
require much more from you 
than just being awake enough 
to perform it. What complicates 
your job, though, is an oppos- 
ing driver determined to stop 
you in the boldest way possible. 
This suicide racer tries to wheel 
into your path and crash into 
you head-on. 


Your main ace in the hole is 
your ability to alternate between 
two speeds. This is crucial, be- 
cause if there was ever a game 
Where timing counted, Power 
Kacer is it. 

Naturally, your main goal is 
to stay the heck away from the 
maniac aiming his car at you. 
There aresome subtle strategies 
that can help you do this, like 
waiting until your opponent 
commits himself to a piece of 
track before entering your next 
section. 


Power Racer is reallya a game 
about making choices— you’re 
always selecting your next 
stretch of path, and each choice 
could spell your doom if the 
other driver chooses as you 
have. Later rounds offer other 
complications, suchas an added 
opponent to dodge. 

You can also play a friend 
via a video link cable. All you 
have to dois hook up two Game 
Boys and decide who'll drive as 
the Power Racer and who’llrace 
as the maniac. 
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rank Castle had 
been a war hero, 
police investiga- 
tor, and dedicated 
family man — a 
real all-American 
euy. Then his family was ruth- 
lessly gunned down by mob 
hitmen during a gang war. 
Haunted by the deaths of his 
wife and children and sworn to 
their vengeance, Frank Castle 
armed himself with the most 


powerful weapons he could find 
and became a one-man crime- 
fighting army. He became the 
Punisher. 

LJN’s The Punisher is built 
like a classic shooting gallery, 
with enemies walking in from 
the sides or popping up from 
behind on-screen objects. You 
move the gun sight over them, 
push the fire button, and shoot 
‘em to pieces. 

Occasionally, the crooks you 
kill will leave behind bonus 
items, like extra ammo, life en- 
ergy, or more powerful guns. 
some objects, like shop win- 
dows and crates, will give up 
bonus items, too. The only 
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The Punisher 


In your search for bonus items, 
almost every window in the 
game can be shattered, even the 
windows of the boats docked at 
the marina in stage 2. 


problem is that your ammo 
supply is limited, and youdon’t 
know which objects will yield 
bonus items. If you waste too 
much ammo blasting away at 
the background, you'll run out 
of bullets. 

The creeps you face in the 
later parts of the game are better 


armed. There’s no way to avoid 
taking damage in the later 
stages, but you can be selective 
about which enemies to kill 
whena lot of them are on-screen. 
Learn which enemies are the 
most dangerous (like the one 
firing the howitzer gun, for ex- 
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At the end of stage 3, destroy 
the helicopter’s engine first. 
That'll keep the chopper from 
moving and make it easier to _ 
shoot the soldiers who j amp 
out of it. / 


ample) and try to take them out 
first. By playing smart, you can 
cut down the damage that you 
take. 

The only other thing you 
have to worry about is avoiding 
innocent bystanders. During the 
first two levels of the game, 
you'll occasionally see people 
in the shooting area — women 
with shopping carts, guys fish- 
ing off the pier, and so on. If you 
kill them, you'll lose about half 
your life bar. 

The Punisher isa game witha 
very simple premise: Blast the 
bad guys before they get you. 
Even though your goal is plain 
and simple — kill or be killed — 
there’s just enough strategy to 


keep the action interesting. 
SP 
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now means a lot 
of different things 
to people. For 
children, it can 
create an unex- 
pected school va- 
cation. For grown- 
ups, it might mean slow traffic 
and messy streets. But, to other 
people, snow is a weapon — 
just ask Nick and Tom, the 
Snow Brothers. 


‘2 Geer t E CSEE 


Near the end of stage 1, enemies 
appear in larger numbers than in 
earlier levels, but this is only a 
sample of what lies ahead. Roll 


one of these guys with your 
snowballs, then use your crystal- 
line weapon to knock out the rest 
of the enemies with one blow. 


In Capcom’s Snow Bros., Jr., 
one of the brothers has been 
captured. To rescue him, you'll 
have to survive the snowfight- 
to-end-all-snowfights. Using icy 
grenades of packed snow, you'll 
battle through ten stages pa- 
trolled by ill-tempered bulldogs 
and fire-spitting phantoms. 

You'll flip and jump from 
ledge to ledge, and pelt creatures 
with snowballs in every level. 
The action is smooth and char- 
acter controlis very tight. You'll 
need that sure-footed control as 
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Richard Lashley 


you climb up the slippery plat- 
forms you find in every screen. 

Climbing to the top of the 
screens, however, is not your 
main objective. To rescue your 
imprisoned brother, you must 
destroy all the enemies in each 


Between stages, you'll geta free 
shot at some bonus items. 
Choose which snowball to 


shove, then wait and see into 
which bonus slot the snowball 
drops. 


stage, and your only weapons 
are snowballs. Use them to en- 
case an enemy in snow. Then 
bump him, and he'll ricochet 
around the screen like a pinball. 
Any opponents standing in the 
way of the snowball are flat- 
tened. If you can knock an en- 
emy down from the top of the 
screen, you might clear out an 
entire level. This could help you 


Stage 3-8 is a difficult screen to 
navigate because the bottom 
ledges are out of your reach. To 
climb up the blocks, blast one of 
the creatures following you, and 
then use his frozen body as a 
step. 


score special bonus items, too. 

Although the game is quite 
playable, the tiny size of the 
characters is disappointing. 
Straining to see the frantic 
movements of the characters 
against the detailed back- 
grounds can be very frustrating. 

Beginning-to-intermediate 
players will probably find Snow 
Bros., Jr. to be an adequate chal- 
lenge. This game is fun, and it’s 
got the perfect setting to help 
you chill out. 


CSP 
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he latest addition 
to a long line of 
popular Game Boy 
puzzle games, 
Tecmo’s Solomon’s 
Club is a brain- 
teaser with a twist. 
Unlike Tetris or even Loopz, 
where your mental best goes up 
against the computer’s, Sol- 
omon’s Club throws ina touch of 
magic to make things more in- 
teresting. Clearing the 50 rooms 
inthe game’s five levels requires 
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a clear mind and a sharp eye. 
When these aren’t enough, you 
can buy magic powers with bo- 
nus points and use these pow- 
ers to pass anenemy and cleara 
room. 

The basic object of the game 
is to grab the key found in each 
room, clear a path for yourself, 
and escape through the open 
door. Along the way, you can 
score extra points by destroy- 
ing enemies and collecting 
magic items and bonus icons. 

There are 13 different magic 
items available in the game. 


Solomon's 


Some items must be bought in 
the magic shop, some are hid- 
den inside rocks, and some ap- 
pear when you create and de- 
stroy rocks on your own. You'll 
discover that rocks play the most 
important part in the game. 


Knowing where to place 
rocks is essential, since they have 
a number of uses. With rocks 
you can destroy enemies, keep 
enemies out of your way, or 
even build a path to the door (or 
to a bonus item worth mega- 
points). Destroying certain 
rocks can have the same effect. 
If it looks like you’re stuck be- 
tween “arock anda hard place,” 


use the pause option to study 
the screen and decide on your 
best move. 

You'll haveto keep your wits 
about you to complete the 50 
mazes in this spin-off of Tecmo’s 
popular Solomon's Key NES 
game. If you’re a puzzle fan 
looking for a little adventure, 
you'll be hooked on Solomon's 
Club before you know it. 


GP 
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he Vegetable King- 
dom is in serious 
trouble. For years, 
the people enjoyed 
a peaceful and 
healthy existence 
icles good King Vegitan the 
Fifth. That, however, was be- 
fore the evil Devi kidnapped 
the bounteous Princess Mato. 
As champion after brave cham- 
pion ventured forth in vain to 


id would do well to befriend _ 
Terry Turnip. She’s a fearless ad- 
venturer who has a paralyzing 
nthatcan: opanenemy faster 
than you can say “VegeMatic.” 
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battle Devi and his Kitchen 
Army, the people’s hopes be- 
gan to wilt on the vine. Just as it 
seemed the entire kingdom was 
destined toend upas the world’s 
biggest salad, a dashing young 
potato named Spud took up the 
battle. 

In Atlus’s Spud’s Adventure, 
it’s up to you to see that Spud 
saves the Princess (and himself) 
from a fate worse than frying. 
To do this he’ll need to venture 
up the Far Tower to the cham- 
ber where Princess Mato is be- 
ing held. Before you can free the 
Princess, however, you'll have 
to battle your way through the 


spud’s 
Adventure 
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— tower leeds, Thess 3 are 
guarded by beasties, and by 
Kitchen Bosses that block your 
way to the next level. Fortu- 
nately, little Spud has friends 
throughout the Tower, and they 
can boost his powers or provide 
him with valuable information. 


In addition, finding cards from 
the kingdom of Uker can give 
Spud extra energy, lives, or 
weapons. You'll need all the 
help you can get to finally res- 
cue the lovely Mato and save 
the Vegetable Kingdom. 
Spud’s Adventure is a simple 
but captivating game, with a 
cute sense of humor and even 
cuter graphics. With the inclu- 
sion of the puzzlerooms, you've 
got more to do than just walk 
the corridors and fight enemies. 
For vegetarians and meat-eaters 
alike, Spud’s Adventure is an 


appetizing delight. SP 
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orning comes to 
the province. 
| Other farmers like 
you head for the 
patchwork of 
thriving crops, 

iii’ for the day’s work. After 
generations of peace with the 
neighboring Republic of Akuda, 
your community’s military ma- 
chines have become rusted with 
disuse, while equipment for ag- 
riculture and construction are 
in great demand. Life is good. 


i as jee: as s you enter the 
cavern and start blasting. | | 


As you eat breakfast, your 
coffee cup suddenly rattles in 
its saucer. Good things don’t 
last forever, like the peace your 
province has enjoyed. Akuda is 
now attacking your town. To 
repel this assault, you only have 
an old, corroded tank that rides 
on tires. Sure, this creaking 
bucket isn’t a state-of-the-art 
weapon, but in HAL America’s 
Trax, it’s all you’ve got. 

You should approach this 
amusing treatment of tank 
warfare with an open mind. 
While traveling at a sluggish 


speed through four stages, you 
can only go across certain areas 
of the terrain (perhaps because 
a tank’s usual steel treads have 
been replaced by unsturdy 
tires). Also, your gun turret only 
tracks to the right and the rota- 
tion is rather sticky, which 
makes quick targeting almost 
impossible. 

In spite of your tank’s limi- 
tations, the game still manages 
to be quite entertaining. The 
graphics are rendered clearly, 
and provide some impressive 
explosions. To add to the fun, 
up to four players can hook up 
to the game with the Multi- 
Player Adapter, taking turns 
blitzing Akuda’s forces. 

Younger, less skilled game 
players are most likely to enjoy 
the game’s steady action and its 


numerous features. There are 
plenty of game continues, a 
generous supply of power-ups, 
and a soundtrack full of explo- 
sions that keep the ride enter- 
taining and loud. 

It’s difficult to portray tank 
warfare in the limited space of a 
small screen. Trax doesn’t do 
this any worse or any better than 
other Game Boy tank adven- 
tures. So, before you make Trax 
your choice of tank battles, take 
it for a test drive first. GSP 


The Tri-Bomb is one of the best 
power-ups. When you have it, 
your cannon shoots three _ 
rounds that can destroy dif- 
ferent targets i ina large area in 
front of you. _ 
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In staged, Menda s forces ei 4 
through the streets of Capitol _ 
City. As you approach the last 
boss, Big Daddy Tank Builder, _ 
blow up buildings and search 
for power-ups inside of them. 
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DIRECTORY 


Absolute Entertainment 
251 Rock Raod 


Glen Rock, NJ 07452 


Acclaim Entertainment 
71 Audrey Avenue 
Oyster Bay, NY 11771 


Accolade 


550 South Winchester Blvd. 


Suite 200 
San Jose, CA 95128 


Activision 


(a division of Mediagenic) 


4600 Bohannon Drive 
Menlo Park, CA 94025 


American Sammy 
2421 205th Street 
Suite D-104 
Torrance, CA 90501 


American Softworks 
228 East 45th Street 
New York, NY 10017 


American Technos 
4805 SW Griffith Drive 
Beaverton, OR 97005 


ASCII | 
366A Lakeside Drive 
Foster City, CA 94404 


Asmik — 
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50 North La Cienego Blvd. — 


Bandai America 
12951 East 166th Street 


Cerritos, CA 90701 


Bullet-Proof Software 
8337 154th Avenue, NE 
Redmond, WA 98052 


Camerica 


3415 14th Ave. 
Markham, Ontario 
Canada L3H OH3 


Capcom 
3303 Scott Boulevard 
Santa Clara, CA 95054 


Culture Brain 
15315 N.E. 90th Street 
Redmond, WA 98052 


Data East 


1850 Little Orchard Street 


San Jose, CA 95125 


Electro Brain 
573 East 300 South 


Salt Lake City, UT 84102 


Electronic Arts 


1450 Fashion Island Blvd. 


San Mateo, CA 94404 


Enix America 
2079 15\st Place, NE. 


| Northbrook, IL 60062 


HAL America 

7873 S.W. Cirrus Drive 
25-F 

Beaverton, OR 97005 


Hi Tech Expressions 
584 Broadway 


Suite 509 
New York, NY 10012 


Hot-B 
1255 Post Street 
Suite 105 


San Francisco, CA 94109 


Hudson Soft 

400 Oyster Point Blvd. 

Suite 515 

South San Francisco, CA 94080 


IGS 

32 West Colorado Blvd. 
Suite 200 

Pasadena, CA 91105 


Interplay 
3710 South Susan 


Suite 100 
Santa Ana, CA 92704 


Irem 


8335 154th Avenue, NE 
Redmond, WA 98052 


Jaleco 
310 Era Drive 


DIRECTORY 


Koei 


1350 Bayshore Highway 
#540 
Burlingame, CA 94010 


Konami 


900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 


LJN 

(a division of Acclaim) 
1 Spring Street 

Oyster Bay, NY 11771 


Matchbox Toys 
141 West Commercial Avenue 


Moonachie, NJ 07074 


MicroProse 
180 Lakefront Drive 
Hunt Valley, MD 21030 


Milton Bradley 


443 Shaker Road 
East Longmeadow, MA 01028 


Mindscape 


(a division of The Software 


Toolworks) 


60 Leveroni Court 
Novato, CA 94949 


NIVIC 

50 Rockefeller Plaza 

Suite 1018 

New York, NY 10020 , 


| Namco 
3255-1 Scott Blvd. 
Suite 102 
anta Clara, CA 95054 


vard Avenue — 


Ocean 


1855 O’Toole Avenue 
Suite D-102 
San Jose, CA 95131 


Parker Brothers 
50 Dunham Road 
Beverly, MA 01915 


Romstar 
22857 Lockness Avenue 


Torrance, CA 90501 


Seika 
20,000 Mariner Avenue 
Suite 100 


Torrance, CA 90503 


Seta 
105 East Reno Avenue 
Suite 22 


Las Vegas, NV 89119 


SOFEL 


17929 South Adria-Maru Lane 
Suite 103 
Carson, CA 90746 


Sony Imagesoft 


9200 Sunset Boulevard 
Suite 820 
Los Angeles, CA 90069 


Square Soft 


8351 154th Avenue, N.E. 
Westpark G-1 
Redmond, WA 98052 


Sunsoft 
11165 Knott Avenue 
Cypress, CA 90630 


T&E Soft 


1 Camino Sobrante 
#25 
Orinda, CA 94563 


Tecmo 


18005 South Adria-Maru Lane 
Carson, CA 90746 


THQ 

5000 North Parkway Calabasas 
Suite 107 

Calabasas, CA 91302 


Toho 
2049 Century Park East 


Suite 490 
Los Angeles, CA 90067 


Tradewest 
PO; Box 1776 


2400 South Highway 75 
Corsicana, [X 75110 


Triffix 
5756 Royalmount Avenue 
Montreal, Quebec 


Canada H4P 1K5 


Ultra 7 
900 Deerfield Parkway 
Buffalo Grove, IL 60089 | 


Vic Tokai 
22904 Lockness Aven oe 
Torrance, CA 90501 © ] a 
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Cant talk long, I'm pla ; | .C.Kids” 
Vay wildest game ever. | should know. |, fe partlett invented it 
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As in the M.C. Kids™ 
- Mick and Mack. Two cool dudes 

| mind-warped into McDonaldland®, 

who turn the whole place upside down..... 
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Think you now McDonaldland’ ? 

e: Wait ‘till you meet 

x GNASH, GOFORIT, I. PSYCHO, and 
a fy 


The following are trademarks of McDonald's Corporation: M.C. Kids, Ronald, Ronald McDonald, Golden Arches, 
Mick, Mack, Hamburglar, Birdie the Early Bird, Grimace, Fry Kids, CosMc, The Professor, Ronald McDonald 


Children's Charities, and McDonaldland. ©1991 McDonald's Corporation. 
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he other video misfits I've unleashed. 


|. PSYCHO IT'S ARADO, 
—— a 
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YOU'RE TOO OLD FOR | 
, HAVE YOUR MOM BUY ~.@7.* 

UR LITTLE BROTHER. BET on vour 
Cc wn NEVER SEE IT AGAIN. “3 


FOR ICING AND ORDERS, PLEASE CALL 800-VRG-INO7. VISA, MASTERCARD, AMERICAN EXPRESS AND CHECKS ACCEPTED. 
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rved. Virgin is a registered trademan of | 


Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of America inc. 


GOT IT? GET IT. PLAY IT. THAT'S IT. I'M OUT OF HERE. 
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For pricing and orders, please call 800-VRG-INQ7. Visa, 
Mastercard, American Express, and checks accepted. 


